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1. Introduction 


Discussing the concept of the computer game player, the subject of this 
study, a lot of questions arises. This chapter is meant to introduce you 
to some of the reoccurring topics of the computer game discourse and 
the questions the cultural criticist might ask themselves while research- 
ing it. 


1.1. Things to consider 


All through the Ages, mankind has strived to get closer to each other. 
We build tunnels through mountains and bridges over seas - all in an 
effort to minimize the distance between ourselves and those around us. 
Under the 1990's came the breakthrough of Internet and with it a new 
super-highway of communication emerged that lets us defy the laws of 
nature by overcoming the boundaries of time and space. We have 
never before been as close to each other as we are today. Yet its been 
said that Internet also brings us further apart. How can it be that the 
thing that brings us closer also takes us further from each other? Is 
there any truth in the criticism towards Internet or is it just an ani- 
mated truth brought on by the fear of development and a constructed 
social reality? 

It's not surprising how fast the corporations realized the economic 
value of the new ways of communication and made it a commodity. 
Corporations sell html-addresses, so called locations, like game.com, 
game.net, game.org, and so on. Even the users of Internet are treated as 
a commodity and are targeted with commercial banners upon almost 
every visit to the web. The non It-centered corporations are pressured 
to “go online” and make their products available to the new public and 
some products are even remade to fit the new platform. Games are 
programmed to be playable online with other gamers and not against 
computer as they were before. Software like Ventrilo and Skype are cre- 
ated that allows you to interact with the other players through speech 
and consequently changes the game by introducing new strategic pos- 
sibilities to it. In some mini games you can even use a webcam that al- 
lows you to see and be seen by your opponent/s, thus bringing one 
more element into the interactive part of the game. The value of the on- 
line interaction however is often viewed as lesser than the value of 
face-to-face interaction. This issue is brought into light in the study 
“GoodGame” released by the Swedish Media Council in 2007 and is 
well worth considering. 

Along with the new communication technology a new sort of society 
arises, a virtual network of users with its own framework of laws and 
its own vocabulary. A society that is not limited to one place but wide 
spread over large areas connected through the use of computers, 
servers and cables. I can, with a simple click of my mouse, magically 
reach all my friends no matter where they are currently located in the 
world. I can chat with Alisha in Ireland meanwhile I chat with Alex in 
Greece. The amazing thing about Internet is that it connects us to each 
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Words used 


Html-adress: a sequence 
used to specify a location on 
the internet. Example: 
http://www.dotaforum.se 


Commercial banner: A ban- 
ner with commercials that 
you usually can click on to 
go to the site of the product 
that is in the commercial. 


Go online: in this case to 
make a website where peo- 
ple on the web can attain 
their product or just receive 
information about it. Can 
also be used to describe 
someone who logs on to the 
internet. 


Mini game: smaller sized 
games often built into an- 
other software or on a web 
page. Can be played for ex- 
ample on msn. 


Web page: A location on the 
internet. Synonyms: Site, lo- 
cation. 


Webcam: like a videocam- 
era specialized to be used in 
association to internet. Seen 
most often in referans to 
chatprograms. 


Server: basically a big com- 
puter through which you can 
connect to other computers. 


other though it also changes the way we interact and the way we or- 
ganize. Weather this change is positive or negative is a current topic in 
the media discourse. Today Internet based organizations are a growing 
phenomenon especially in attachment to games. 

The first computer game was invented in 1958 the same year as the 
first TV-broadcast in Sweden, a major event, when public service 
broadcasted the world championship in football live on Swedish televi- 
sion. Still computer games are treated as something new and danger- 
ous meanwhile television is treated as a natural part of the everyday 
life of the modern man. In media computer games are often addressed 
as an element of an upcoming health crisis and the stereotypic view of 
the gamer brought on by this perspective is seldom questioned outside 
the gaming circle. The creation of a dichotomy, a “we-and-them’”, is 
even accepted among the gamers and as a gamer you sometime find 
yourself looking at the world as something unattached to yourself. 
Being a gamer means to be a rebel against the ideals of society. In this 
way the notion of the gamer as someone dissolved from its bonds to re- 
ality might have some truth to it. But weather this phenomenon has ac- 
tually been created by the game itself or from the way the users of 
games are viewed is worth questioning. 

What is your first thought when you think of the word gamer? Aso- 
cial? Lazy? Unhealthy? The stereotype of the gamer, as a person who 
completely lack a social life and uses games to escape a reality that has 
let him down, who collapses of extortion from the lack of nurture and 
sleep, who skips school to stay awake all night playing computer 
games and so on, is a fiction made by our social reality. What measure 
of truth can be found in this stereotype? 

The informational content of the media is often based upon the as- 
sumption that computer games are a threat to once health, especially in 
relation to children. If the content instead had been based on the idea 
that computer games is a socially healthy and educating hobby the 
media might instead have taken an interest in how the games can be 
used rather than in the minority of “bad” users that now gets to repre- 
sent almost every young Swedish male in the ages 12 to 21. Today in 
Sweden, there are only a few young boys who'd never touched a com- 
puter or a Playing console like Playstation or Xbox. The quantitative 
study “Young and Media”, released by the Swedish Media Council 
every second year show that only 23% of boys ages 12 to 16 isn’t an ac- 
tive user of ether computer games or TV games and only 3% doesn’t 
use internet (Mediarddet 2008:35, 37). With so many gamers in this 
country and computer games being criticized for endangering the edu- 
cation of our children you might wonder how we survive as a nation 
and yet Sweden is one of the most well educated countries in the 
world. 

Computer games often have some form of violence in them some- 
thing that has been criticized in the media since the 80’s. What influ- 
ence this violence might have on our children is of course a vital 
question to ask but it’s not the only question worth asking. 


Words used 


Public Service: A Media or- 
ganization financed through 
governmental sponsorships 
payed by the people within 
that government. The idea is 
to have a media organiza- 
tion without a commercial in- 
terest. 


Gaming Circle: Within the 
group of computer playing 
people. 


Dichotomy: A splitting of a 
whole, a bipartition of ele- 

ments, which are mutually 

exclusive. 


Gamer: Someone who play 
computer games 


Playing Console: A small 
computer that is connected 
to the TV through which you 
can play different games. 
Synonym: TV-Game. 


Xbox: A brand of Playing 
consoles. 


Playstation: A band of play- 
ing consoles. 


In the article Good Friends, Merry Fighters written by Barbro Johans- 
son 2003 the author draws the conclusion that although ”Violence is in- 
teresting and exciting and a rational way to achieve a goal” (Rydin mfl. 
2003:136) the violence in the game is not as much of importance as the 
joy and excitement it brings (Rydin 2003:144). 

To me as A Gamer there is a lot more to computer games than the 
stereotype used in the media discourse. In fact, what I believe my 
study will show is that computer games are not just a commercial 
product or a tool to escape reality but also at the center of a society 
with its own internal culture and its own bonds of friendship. Thus it is 
both cultivating and socially determining. 

The purpose of my study is to bring a sense of understanding to what 
it means to be a gamer. I wish to bring the stereotypic view of gaming 
and gamers to a trial to investigate how it resonates in the reality. I 
wish to provide an alternate perspective where computer games can be 
viewed as having positive effects on its users. It can educate us, im- 
prove our decision making, teach us to trust in our selves, make us 
strong and independent and further help us evolve into better human 
beings by teaching us to communicate with understanding and kind- 
ness to each other. To me Gaming is all about communication. Without 
it I wouldn't be a gamer. I believe this to be a view shared by many 
other players even though the stereotypic perspective claims gaming is 
something that makes you less social. And so my theory that gaming is 
a way of communicating emerges. 


1.2. Creating the Research-question 
and defining the Field 


I decided to write about gaming because of my own involvement in 
the gaming-community and the experience I've gained from it. As a 
girl in a man-dominant environment you often find yourself in an un- 
familiar position. The boys don't always know how to treat you be- 
cause the cultural laws of the ”real world” and the laws of the gaming 
zone are in conflict with each other. A man knows his not supposed to 
hurt a girl but in the gaming world you can’t abide to such an ideal be- 
cause the violence of the game is a necessary part to achieve the goal. 
Also girls are in many cases seen as more sensitive and thus the often 
very rough language surrounding the games has to be toned down to 
“show respect for the lady”. Being a girl thus brings out some of the 
unique parts of the gaming community that to the typical gamer are 
part of the day-to-day-experience and might not even be recognized. 
However I have not decided to use a genus-perspective and thus I will 
not focus on the “female versus masculine” aspects of the gaming. 
Even though it might be an interesting research question why there are 
so few women playing computer games it inhabits no function for the 
purpose of my investigation, seen as weather gaming is communica- 
tional isn’t gender specific. 

The problem in researching the online world lies in its complexity of 
fields in the way that it actually contains two fields, rather than one, in 
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Words used 


Gaming Community: The 
society of gamers. 


which the user co-exists; first, we have the actual field, the reality in Words used 
which we are when we use the computer. The room, the squeaking Outside field: The field out- 
chair, the sound of the refrigerator and the car that passes outside on side of the computer. The 
the street, are all part of this field. The second field, the virtual and P youa al 
somewhat abstract field is the field in which we are brought into when 
entering the online network. To make it easier I will name them the Inside field: The virtual field 
outside field (outside of the computer) and the inside field (inside the hi et a d 
computer). The inside field in itself can then be particularized and di- 
vided into smaller fields. One of those fields that will be frequently ad- 
dressed in this study is the field created around actually being inside 
the game playing. Between Gamers this is called being in game. 
In creating the research question one vital aspect to think about is 
whether it fills a void in the scientific knowledge base. Earlier studies 
mostly concern the outside field and how it is affected by what hap- 
pens on the inside and the existing fear of the violence in the game and 
its power to influence the players in the outside field. Maybe the lack 
of research concerning the inside field springs from the difficulty to re- 
search it. Since the inside field is somewhat abstract it is not easy to 
grasp the issue of it; you can merely just touch it and hope to make 
some more sense of it. This is what allures me and awakes my curiosity 
and as a second vital aspect to consider as a researcher, whether the re- 
search question in itself is interesting enough to keep the authors moti- 
vation up throughout the entire project, it definitely makes the choice 
of research question easier. 
Now when I have the essence of the question figured out all there is 
left is to actually formulate it into words. A research question should be 
as clear as possible and thus the formulating process should not be 
taken lightly. 
With the knowledge I had gathered from my own experience as a 
gamer I started out by making a set of assumptions. The first assump- 
tion is that the users of computer games share a mutual set of ideas 
around which a culture is created. The second is that a culture must 
have its own framework of laws that enables its inhabitants to interact 
with each other. A culture must also have its own language to explain 
the various phenomenon occurring within the culture that is unique to 
it and consequently doesn't already have names. Forth, a culture must 
provide a sense of connection and solidarity between the members of 
the culture. 
Bringing these assumptions together I rearranged them into a re- 
search question ”does a network surrounding computer games exist 
that is culturally and socially shaping its members thus giving it a 
communicational value?” I then used the assumptions previously 
stated to narrow my research field and to calibrate the lens that will 
help me focus my study on the different aspects of the field. 


1.3. Narrowing the field 


So far my field reaches over a wide area full of games and smaller com- 
munities within the gaming-community. To narrow the field I decided 


to only look at one particular game or to be precise a mod, which could 
be explained as a game within the game. This mod is called Defense of 
The Ancients or Dota in short as the game is most commonly referred 
to. Surrounding this mod lays a various amount of communities full of 
devoted players. To even further narrowing the field I picked out one 
of those communities to study. The community ”Dotaforum.se” was 
chosen because of my own access to it seeing as gaining access often is 
one of the problems that the researcher has to address. I am my self a 
member of the community although I must admit I'm not a very active 
one. I do however know the people who created the site around which 
the community revolves, thus I already have some valuable informants 
to help me gain access to the field and find subjects for my study. 


2. Background 


To research computer games, first of all, you need to get a basic under- 
standing of the games, the platforms, the players and the software. In 
this I have a great advantage since I used to be a gamer my self but 
there is still a lot of things that are new even to me. In this chapter you 
will be introduced to the various elements that is essential to the gam- 


ing. 


2.1. The Game - Defense of the Ancient 


Defense of the Ancient, Dota, was created as a custom map by Icefrog 
shortly after Warcraft III was released in 2002. I’ve played it myself 
since 2003 and during that time a lot has changed within the game. The 
essential layout of the game is however unaffected by these changes. 

Dota is a team game and is unique in that way. There are special 
maps with AI-bots to download but these are not as popular as the 
originals. Dota needs to be played in team with other players to enjoy 
its full potential. Dota is played in “games”. This means you play from 
start ‘till end in about 30-90 minutes, unlike popular games like World 
of Warcraft where the game goes on and on forever and doesn’t have 
an actual ending. 

In Dota you are part of a team of one to five players but five are the 
most common. At start of the game depending on the selected mode 
you either chose or are given a hero. 

The hero has four sets of skills and the forth is called the ulti short for 
ultimate. To get the ulti you need to reach level 6 and it is improved on 
level 11 and 16. Each team has a base that they need to protect. In the 
base there are shops that sell items that you can use to improve your 
hero. From your base there are three roads called lanes. Those leads to 
a river and on the other side of the river you have three connecting 
lanes that lead to the opponents’ base. Along each lane are three de- 
fending towers that also need to be protected from the opponent. Be- 
tween them are the woods were you can find two more shops and 
some wild animals called neutral creeps. There is also a boss called 


Roshan that will give you a treasure of gold and the power of reincar- 
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Words used 


Mod: a map within a game. 
Like a game within another 
game. 


Custom map: Custom 
made map. Made by some- 
one other than the maker of 
the original game. 


Al-bots: Artificial boots that 
are controlled by the com- 
puter. Used instead of real 
players controlling the bots. 


Games: A way to define 
playing Dota from start to 
end. 


Mode: Defines the rules of a 
specific game. Like how the 
heroes shall be picked or 
how long the game will last. 


Hero: The character used to 
play with. 


Skill: An ability specific to 
hero. Synonym: spell. 


Ultimate: A skill that is bet- 
ter than the common skills. 


Base: The home of a spe- 
cific race or team. Ether 
Scourge or Sentinel. To 
which the player can belong. 


Lane: Like a road where the 
creepwaves march. 


Tower: A tower that makes 
damage to enemies that 
come to close but can be de- 
stroyed. 


Gank: a gathering of heroes 
against another hero. 


nation if you defeat him but you don't need to kill him to win the 
game. The goal of the game is to reach the other opponents base and 
destroy the throne (if you are team sentinel) or the Lifetree (if you are 
team scourge). To help you do this you have creepwaves which in 
essence are armies marching from your base along the lanes towards 
your opponents’ base. Your opponent is a team just like your own usu- 
ally containing the same amount of players. It is a pretty simple lay-out 
but the many different items that can be combined into yet other items, 
and the many different heroes and skills makes the variation of the 
game seem never-ending. 

The six steps of a usual Dota game are block creeps, go lane which 
means to lasthit and deny, farm in the woods, gank by gathering your 
team and attack your opponent, more farming and finally push to win. 
These I will address more thoroughly in the next chapter — the player. 


2.2. The Player 


The goal of the individual player changes from person to person. For 
some the goal is simply to have fun, others put more stock into show- 
ing of their skills. No matter of your personal goal, the improving of 
ones own technique is essential. To be a really good player there are a 
lot of things you need to do and a lot of knowledge you need to attain. 

First of all you need to pay attention! On the bottom right you have a 
map that you need to keep an eye on at all times. If you don’t you rule 
the risk of getting “ganked”. That means you are suddenly attacked by 
a larger amount of players giving them the strength in numbers to kill 
you no matter how good your defense is. 

Second you need to undermine your opponents’ ability to improve 
their heroes. To achieve this you need to deny and lasthit creeps. Deny 
means you shoot the last shot on your own creeps to hinder your op- 
ponent from getting the gold and the experience gained by killing the 
creep. Lasthit means you shoot the last shot on your opponents’ creep 
thereby insuring you get the gold and slowing down your own creep- 
waves advancement towards the opponents’ tower. You need to block 
your own creepwaves when they arrive, also to slow the advancement 
towards your opponents’ tower. Slowing the advancement might seem 
pretty stupid when the goal is to actually reach the opponents base but 
when you get close to the towers they will target you and you will 
have less opportunity to kill your opponents’ creeps. This means you 
will get less gold and less experience. 

Third you need to act as a team. To be a good team you need to use a 
shared stratagem that makes it possible for the team to act as one unit. 
The opposite of the blocking stratagem is the push. When pushing you 
don’t care about lasthit or blocking of creeps. Your only goal then is to 
take down the towers. This is preferably done by the entire team thus 
making it easier to get through the opponents defenses. 

Forth you need to pay attention to your team. If your buddy is in 
trouble you need to consider the gain and loss of helping him depend- 
ing on the current situation. If the odds are in your favor to actually 


Words used 


The Throne: The symbol at 
the center of the scourge. 


The Lifetree: The symbol at 
the center of the Sentinel. 


Lasthit: Taking the last shot 
at an enemy unit. 


Deny: Taking the last shot at 
a friendly unit. 


Farm: concentrating on 
killing units to get more gold. 


Creepwaves: Armies of 
computer controlled units. 


Push: To Push the creep- 
waves towards the base by 
using as many team mem- 
bers as possible to advance 
forward. 


Ganked: To get killed by a 
large amount of enemy he- 
roes while being alone. 


Block: To move in the way 
of the creeps thus making it 
hard for them to advance 
forward. 


achieve something by intervening it is your duty to help him. If the 
odds show that both will die if you try to help, it might be better for 
the team to avoid the confrontation. 

To do all of those things still doesn’t make you a good player. You 
also need to memorize all the heroes and items. You need to know 
what combinations of heroes and items fit together. You need to know 
all of the heroes and all of the items because in Dota the say “know 
your enemy” is one of the most important parts of becoming a success- 
ful player. 

To become a professional player there are a large amount of tricks 
you need to learn but it would take too long to go through them all 
and seeing as I’m not a professional player anymore my tricks would 
probably be considered old-school now days. 

To be a good player in short means to be wise, cautious, cunning, 
strategic and cooperative. 


2.3. The Community - dotaforum.se 


Dotaforum.se was created in June 2007 by John Trygg and Per Jensen. 
In July 2007 the community held its first league. It’s been a rocky road 
for the Swedish Dota League but with the sixth season in May 2008, 
when 41 teams competed for the title, SDL finally marked their spot on 
the map. Today there are 666 members of the community and rising. 

Dotaforum.se provides the means to communicate and interact with 
other players outside the actual playing of the game. Dotaforum.se also 
has a pickup channel, #SDL.pickup, on IRC, which allows the mem- 
bers to plan and create “games”. A game in this sense is a game of Dota 
from start ‘till end. 

On the front page of the site you find the latest news on what is hap- 
pening within the community. You can visit the forum to discuss differ- 
ent matters about Dota or just to check out the latest Dota jokes or 
watch the latest replays. 


2.4. The Software 


To play Dota you need Warcraft III Reign of Chaos and Warcraft III the 
Frozen Throne. With a legally attained copy you will be able to access 
the battlenet, which is, a gaming platform used to connect to other 
players. If you don’t have a legal copy or just prefer to use a different 
platform than battlenet you can use additional software to connect to 
other platforms. The most common in this field is Garena, Hamachii 
and Lancraft. These works as virtual local area networks and fools the 
computer that it is connected on a LAN to other computers, something 
that would otherwise be done through a cable or a wireless connection. 

If you have a problem finding good games you can use IRC and join 
different pickup-channels. 

To host better games you can use a host software such as Ghost++ or 
listchecker. These allow you to keep unwanted players out and to cre- 
ate a better connection to the network. 

To talk to your friends and foes of the game you can use a micro- 
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Words used 


Item: An object used to im- 
prove your hero. 


Pickup channel: A channel 
on a software called Irc, like 
a chat room, that is used to 
organize games and find 
players who wants to play. 


Replay: like a video, or a 
recording, of a game where 
you can follow the action 
within it. 


Gaming Platform: A server 
that gathers the various 
players in one place to help 
them connect to each other 
and organize games. When 
creating a game it shows up 
in a list on the platform and 
other players visiting the 
platform may join it. 


Host: The player that has 
created the game. 


phone and software like Ventrilo or Skype. These will allow your team 
to get a better team play and also makes the game a lot more interac- 
tive. 


3. Previous Research 


From what I've found there has been no serious research on Dota or 
Dotaforum.se done before. The research on Games and Internet how- 
ever provides much insight to the world of young media users. 


3.1. Arenas for All 


Arenas for all is a study about what the younger generation spend or 
wishes to spend their spare time doing. The study was made in three 
sets. The first one in 1996 included 1597 sixteen year olds. The second 
study in 2002 included 1360 sixteen year olds. The third one, also 2002, 
included the sixteen year olds from 1996 now twenty two year old. The 
method used was survey and interview (Ungdomsstyrelsen 2005:1:8). 

To be sixteen means to have a lot of free time, according to the study. 
Most of this time is spent with friends, listening to music, watching TV, 
being at home, doing sports and going to events. Two thirds of the six- 
teen year olds are part of an organization, though sport organizations 
are the most popular (Ungdomsstyrelsen 2005:1:8). Today the impor- 
tance of having a ”self” is valued more highly than before. At the same 
time as it's vital to be part of a group. The sixteen year old view 
him/her self as a self-reliable individual free to have his/her own 
opinion, taste and will (Ungdomsstyrelsen 2005:1:9). Being sixteen 
means to seek the adventure and enjoying a face of life where happi- 
ness, lust and opportunities are essential. The sixteen-year-old face is 
the space between being a child and being an adult says one of the six- 
teen-year-old girls in one of the interviews (Ungdomsstyrelsen 
2005:1:27). 

Being twenty-two brings on a lot of changes and the spare time is 
viewed from a more adult point of view. To the subjects them selves 
the most important thing about how the free time is used is that it is 
supposed to be fun. Second place goes to the importance of learning 
new things (Ungdomsstyrelsen 2005:1:16). 

The study takes an interest in how the different cultural arenas give 
the subjects the ability to grow and create their own ”self” (Ung- 
domsstyrelsen 2005:1:10). One of the main theories in the study is that 
we in this modern age have an easier access to change our lives and 
our selves no matter our habitus (Ungdomsstyrelsen 2005:1:14). 

The findings of the study indicate that there is a higher accessibility 
to things you can do on your spare-time in the bigger cities than in the 
country (Ungdomsstyrelsen 2005:1:29). However the things most de- 
sired by the sixteen year olds are bowling allies, and sport centers 
(Ungdomsstyrelsen 2005:1:30). What is interesting for my study is the 
lack of mentioning Internet cafes and gaming centers. Some that would 
probably top the lists if I had asked the same question to my group of 


Words used 


Ventrilo: A voice chat soft- 
ware where you connect to 
other people in chat rooms 
and talk to them through a 
microphone. 


Skype: Like Ventrilo except 
it is another brand and 
Skype uses servers belong- 
ing to skype meanwhile Ven- 
trilo uses private servers 
created by the users them- 
selves. 


Habitus: A term foundade 
by the social antroplogist 
Bourdieu that refers to a po- 
sition, like an origin. It affects 
the way we see things by 
how we've seen things be- 
fore. The habitus is created 
by the social and cultural 
field to which we belong or 
have belonged. 
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subjects. Important to notice is that the study was made in 2002 which 
mean that Internet didn’t have as much influence on our spare time as 
it has today. Concluded by the report on young media usage 2008 there 
has been a definite increase in the usage of Internet only the last few 
years (Mediaradet 2008:11). 

The study observes how different social arenas are tide to different 
social groups that leads to a hierarchy among the different occupations 
(Ungdomsstyrelsen 2005:1:129). Some are valued more and some are 
valued less and as Foucault concludes, power is not a solid object but 
floats around and is always changing possessor, thus the rank of the 
occupations changes depending on the sovereign discourse (Alvesson 
& Skéldberg 1994:64) (Alvesson & Deetz, 2006:303). 

Processes of socialization and identity making are constantly taking 
place in the cultural arenas. The arenas are places where the young 
have the ability to experience different things, evolve their personali- 
ties, create styles, and develop life projects. Many of the subjects find 
themselves making dreams come true on their spare time; hence the 
different activities consummate different sets of skills and opportuni- 
ties throughout life. Thus the individuals have the opportunity to ex- 
press who they are or who they want to be through the different 
activities (Ungdomsstyrelsen 2005:1:129, 130). 


3.2. Young and Media 2008 


Young and media is a report conducted by the Swedish media council 
in 2008. It’s an evolving study that has gone on for a couple of years. 
The report from 2008 also makes a comparison between the findings 
2008 and the findings 2006. It’s a quantitative study containing 2000 
children and 2000 parents. The method used is survey (Mediarddet 
2008:7). The findings of the study indicate a paradigm-shift where the 
TV is being replaced by the computer. Today more children have their 
own computer than their own TV (Mediaraddet 2008:11). The study also 
indicates that the girls are more sophisticated in their use of mobile 
phone and Internet meanwhile the boys mainly just play computer- 
and TV-games. The TV is still the most common medium used but on 


the other hand Internet has most high consumers (Mediaradet 2008:10). 


The Internet is mainly used for chat, which brings on some security-is- 
sues when it comes to children but the study also shows that the chil- 
dren seem to be very well informed of the dangers of Internet and how 
to avoid dangerous situations. Also most of the chatting is done with 
people they already know (Mediaradet 2008:39). 9% of the children 
have met someone they met on the net in real life. The majority of the 
subjects brought a friend along for the date, which indicates awareness 
among the children of the danger that might spring from meeting a 
stranger from the net in real life. Interesting to know is also that most 
of the children regarded their dates as successes (Mediaradet 2008:13, 
42). This confirms my theory that Internet can be used to bring people 
together and create friendships. 

The children report less contact with sex and porn than in 2006 (Me- 
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Words used 


High consumer: Someone 
who consume the object in 
question more than three 
hours a day. 


diarådet 2008:12, 40, 42). When asked what upsets them most of the 
material found on Internet sex and porn isn't very high on the list. In- 
stead the children report that they get most upset by pictures and 
videos of human and animal suffering (Mediarådet 2008:15). What 
sadly enough seems to be quite common however is bullying and peo- 
ple being mean to each other. In The gaming world this is called flam- 
ing and regarded quite disgraceful among the serious players. 18% of 
the older children and 9% of the younger have experienced bullying on 
the net. 7% of the older children have even been threatened with vio- 
lence by people on the net (Mediaradet 2008:45). 

77% of all the older children age twelve to sixteen plays some form of 
computer- or TV-game. 38 % of the older children play computer 
games more than one our every day and 16% is considered high con- 
sumers which mean they play more than three hours every day. 62% 
uses Internet every day and 29% is high consumers but most of the 
kids doesn’t think they spend too much time playing games or using 
Internet (Mediaradet 2008:28-30, 35, 52). Most of the gaming is done at 
home or at a friend’s house. 50% have their own computer connected 
to the Internet (Mediaradet 2008:23, 37). Most of the subjects have rules 
at home regarding their media usage (Mediarddet 2008:49). The most 
popular game is The Sims 2, the Sims, World of Warcraft and Counter- 
strike. The Sims is a quite peaceful strategic relationship-game mean- 
while both world of Warcraft and Counterstrike has elements of 
violence, thought Counterstrike is probably worst since the characters 
are human instead of fantasy figures as in World of Warcraft (Medi- 
arddet 2008:36). Finding World of Warcraft in third place quite sur- 
prised me as a gamer myself. I believe this might be the result of the 
study being conducted with 51% girls and 49% boys (Mediaradet 
2008:20). Since most gamers are boys it might be interesting to know 
which their favorite game is rather than the favorite game of both girl 
and boys. Given that my study only includes boys the result of the sur- 
vey might not have enough validity to be used in my study. Instead I 
will have to treat it as sources of ideas for research questions rather 
than answers to them. 


3.3. Young and Network cultures 


The report Young and Network Cultures is an analogy containing vari- 
ous research reports. I’ve chosen to take a look at only four of these 
since the rest of them laid their focus to far from my field. 

“Aim Shoot and Work together” focuses on the educational value of 
the games by taking an interest in how the players evolve their knowl- 
edge through the games (Ungdomsstyrelsen 2007:12:15). The first com- 
puter game was invented in 1958 and has been on the commercial 
market for over 30 years (Ungdomsstyrelsen 2006:2:94). Still the public 
has a tendency to view it as a new problematic cultural phenomenon 
(Ungdomsstyrelsen 2007:12:15). Rambusch mean that it’s not only the 
game itself that decides how it is to be played but also the references of 
the player. The social context influences how the game is played and 
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how it is viewed (Ungdomsstyrelsen 2007:12:20). The basis of the mis- 
sion of the Swedish Universities that is written in the Swedish law 
states that the students are to be educated in how to make independent 
and critical evaluations (Ungdomsstyrelsen 2007:12:23). While playing 
computer games there are complex educational processes taking place 
in the mind of the player no matter what sort of game that is played 
and the games definitely demand independent critical evaluations to 
be conquered which prove the educational value of playing computer 
games (Ungdomsstyrelsen 2007:12:23, 24). 

The report ”computer playing as education and culture” by Carin 
Falkner brings forth the theory that ”to play multiplayer is elementary 
social, it revolves around doing something together with other people” 
(Ungdomsstyrelsen 2007:12:29). Viewed through the eyes of the media 
computer games are seen as something that create a social isolation, 
addiction, violent behavior and overweight (Ungdomsstyrelsen 
2007:12:29). Falkner criticizes this view of computer games and the 
purpose of her study is to contradict this ”day-to-day-view” of com- 
puter games (Ungdomsstyrelsen 2007:12:29). To do this she uses inter- 
views and observation where she focuses on understanding how the 
games instead can have a social, an educational and a cultural value 
(Ungdomsstyrelsen 2007:12:30). 

The gamers themselves view computer games as a way to relax and 
pass time. They prefer playing with players they’ve played with before 
who they know have a sense of the game and are trusted to follow the 
rules. Just about all the players prefer to play against real players and 
not against computer controlled AI. Through playing the games the 
players looks at new things from new perspectives which leaves them 
with insight and an evolved sense of understanding and meaning 
making (Ungdomsstyrelsen 2007:12:31). 

The players view the games, as something positive all though they do 
acknowledge that they sometimes distract them from doing other 
things they wanted or felt they needed to do. However the games also 
distract the players from things they shouldn’t do. The players also re- 
port that they drink less alcohol than other people their age and that 
the games keep them from getting into trouble since they value playing 
the games more than getting drunk or taking drugs (Ung- 
domsstyrelsen 2007:12:32). To get authority in a group of gamers you 
get more credit from being a good player than being “thug”. If you are 
affected by alcohol or drugs while playing you become a less good 
player which instead brings down your authority. This and the fact 
that alcohol and drugs usually are against the rules in organized gam- 
ing-situations is my theory why the gamers consume less alcohol or 
drugs than other teens. 

The most devoted players put a lot of time and effort into their play- 
ing and the interaction and communication with the other players. To 
the players, computer games are a way to create a shared objective 
around which they create and evolve their identities (Ung- 
domsstyrelsen 2007:12:35). In this communication and culture are 
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Words used 


Multiplay: more than one 
player within the game. 


bonded together by the foundation of practices where meaning is cre- 
ated. The essence of communication is to give voice to opinions, fan- 
tasies, and our identities (Ungdomsstyrelsen 2007:12:37). Falkner 
believe that the concern of the parents probably springs from their lack 
of insight into the phenomenon and that most of the players would 
only be happy to show them the games if the parents took an interest 
in them. The negative opinions about the gaming lead to an uncer- 
tainty in the players that counteracts some of the advantages of the 
games. Falkner believes that if the immediate atmosphere that the 
players come into contact with where changed the educational, social 
and cultural value of the games might be increased (Ungdomsstyrelsen 
2007:12:43, 44). 

The report ”Behind the Screen” written by Torgny Sandgren takes an 
interest in the players of the games. Like Falkner he starts out with ad- 
dressing the common negative opinions about the games but unlike 
Falkners qualitative study he instead turns to take a quantitative ap- 
proach in investigating the question by looking at a survey made by 
the Swedish youth council in 2006 (Ungdomsstyrelsen 2007:12:49, 50). 
The most common player is the 16-year-old boy (Ungdomsstyrelsen 
2007:12:51, 52). Sandgren concludes that the more active players con- 
sume less alcohol. In difference to the stereotype that gamers never 
work out the study also show that the gamers often are involved in dif- 
ferent sport organizations like a football team or just enjoy going to the 
gym (Ungdomsstyrelsen 2007:12:56). The most active players also ac- 
knowledge themselves to be less stressed than others (Ung- 
domsstyrelsen 2007:12:58). Thus Sandgren concludes that the 
stereotypic view of computer players is wrong and that the computer 
game instead brings on various positive effects on its players (Ung- 
domsstyrelsen 2007:12). 

The study ”E-sport, Cyber-athletes and professionalism” written by 
Peter Jakobsson takes quite a different interest in the scientific field of 
computer gaming. Among other things he brings up a very interesting 
comparison of the view of movies versus the view of computer games. 
Jakobsson mean that the skepticism against movies and computers 
have been an ongoing subject in media since the eighties but that it is 
only the skepticism against movies that lessen even though the corpo- 
rations try to keep up with the criticism by creating less violent alterna- 
tives, games for girls, and less passive games like dance and singing 
games, or Nintendo Wii (Ungdomsstyrelsen 2007:12:62). On top of this 
the electronic communication is viewed as less valuable or real than 
other communication. The general view also concludes that computer 
games somehow exclude the players from any form of physical activi- 
ties even when they're not in front of the screen (Ungdomsstyrelsen 
2007:12:66). Jakobsson questions the idea of cyber-sports as less 
”sporty” with the argument that telling how fast a man can run 100 
meters is easy, but telling how fast a man in cyberspace can run 100 
meter is a question of infinity. The cyber-sports thereby bring on new 
possibilities by providing us with the ability o be anyone we want, do 


Words used 


Cyberspace: Another word 
for the virtual field of inter- 
net. 


Cyber-sports: A Sport that 
is practised on the internet. 
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anything we want and achieve anything we want. Instead it is the arti- 
ficial limitations in the games that challenge us (Ungdomsstyrelsen 
2007:12:65). 


3.4. New Game 


The popularity of online games increased during the 1990's with the 
release of Counterstrike and later World of Warcraft. World of Warcraft 
have over 1, 5 billion players over the world. There are a lot of gaming 
sites surrounding the games like Gamingeye.com and Nordicgamers.se 
(Ungdomsstyrelsen 2006:2:34). The rising popularity of the games also 
brings on a change in the organizational lives of the young and chal- 
lenges the way we view hobby-oriented organizations. Questions 
whether gaming organizations should have the right to apply for dif- 
ferent cultural sponsorships are on the agenda in a lot of the Swedish 
communities and it is about time that the computer games influence on 
the young’s every-day-life finally is acknowledged (Ungdomsstyrelsen 
2006:2:8, 36). 

Looking at the consumption of games the Nordic countries is the 
biggest market. We spent as much money on games as we spent on 
buying movies and music in 2004 and today we probably spend even 
more (Ungdomsstyrelsen 2006:2:7). The biggest advantage with play- 
ing computer games is that the players doesn’t have to physically meet 
but can reach each other through the use of Internet which opens up 
the boundaries for the way we interact with each other (Ung- 
domsstyrelsen 2006:27). Thus the new communication technology has 
changed the way we interact and bond together in groups and organi- 
zations (Ungdomsstyrelsen 2006:2:8). The problem with Internet based 
organizations however is that the authorities have trouble defining 
them. Thus it makes it hard to get communal sponsorships (Ung- 
domsstyrelsen 2006:2:8). 

The question whether the Internet based organizations can function 
fully democratically is one of the questions that are commonly brought 
up when discussing sponsorships (Ungdomsstyrelsen 2006:2:8, 68). It 
can also be said to be questionable to give sponsorships to organiza- 
tions that is almost purely male dominated means Evelina Lundquist 
(Ungdomsstyrelsen 2006:2:72). Another problem is that to get the spon- 
sorship from your municipality you have to be located within the same 
municipality (Ungdomsstyrelsen 2006:2:56). Consequently the big ad- 
vantage of the new communication technology is of no use and the 
boundaries are yet again set to a specific place restraining the possibili- 
ties of the organization to grow. 

The discussion about computer games also refers to the ethical issues 
of the games (Ungdomsstyrelsen 2006:2:8). The most frequently asked 
questions are the risk of ones health. Do the kids get less social and 
gain weight by playing computer games? How does the violence re- 
flect in their view of reality? Does my kid get bad moral by playing a 
game where it’s okay to kill people? 

No matter the consequences of the games, we must acknowledge that 
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they are a big part of the cultural lives of our young (Ung- 
domsstyrelsen 2006:2:9). We must also acknowledge the other side of 
the coin, seeing there is also a lot of positive influence coming from 
computer games. In difference to watching TV, playing computer 
games changes the young from consumers to producers by letting their 
creativity grow by solving strategic riddles together as a team in the 
games (Ungdomsstyrelsen 2006:2:9). Thus enhancing not only their cre- 
ativity but also teaching the kids problem solving and working 
through differences by being forced to cooperate with each other. 

The most popular ways of playing computer games is to either play 
from home, from an Internet cafe or a gaming center (Ung- 
domsstyrelsen 2006:2:27). You can also join a LAN-organization. 
They've become more and more popular since 2002 (Ung- 
domsstyrelsen 2006:2:27). 

The difference between a LAN-organization and a Game Center is 
that the Game Center is run commercial and has a need to earn money 
meanwhile the LAN-organization is run through sponsorships or vol- 
unteer work (Ungdomsstyrelsen 2006:2:28). 

Inferno Online is the biggest Nordic gaming center and have 180 
computers and 37 games. It's located in Stockholm and has about 400 
to 600 visitors every day. It costs 25 Swedish crowns, about 2, 50 Euro, 
for an hour playing. Most of the visitors are between ten and twenty- 
four years old and 90% of the visitors prefer to play Counter-Strike. 
(Ungdomsstyrelsen 2006:2:28). In the southern region of Sweden we 
have a chain of “Gamecenter” with centers in Halmstad, Lund and 
Helsingborg. The Game centers often arrange competitions in various 
popular games where Dota is just one of them. What almost all of the 
various organizations revolving around LAN have in common is a no- 
tolerance for alcohol and drugs. The LANs often has various other ac- 
tivities on the side apart from the traditional computer gaming. 
Physical games like dancing platforms and guitar hero together with 
sports like climbing and wrestling are just some of the activities you 
can find on a bigger LAN like DreamHack (Ungdomsstyrelsen 
2006:2:30). 

DreamHack holds the record in Guinness record book as the biggest 
LAN in the world (Ungdomsstyrelsen 2006:2:77). Every year 6000 com- 
puters and 6000 young visit the famous LAN in Jönköping, Sweden. 
The most popular games are Counterstrike and World of Warcraft 
(Ungdomsstyrelsen 2006:2:75). Martin Ojes who arranges the 
DreamHack tells in an interview to the reporter from New Game that 
through the work of about 300-400 volunteers there are almost no vio- 
lent incidents occurring. He speaks of gaming as a way of life and to 
preserve it everyone work together to create a good atmosphere (Ung- 
domsstyrelsen 2006:2:76, 80). 

It’s common that the smaller LANs revolve around a specific game. 
However, the smaller LANs are getting fewer while the access to big- 
ger LANs is growing (Ungdomsstyrelsen 2006:2:32). 

There are a lot of organizations revolving around computer games or 
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LAN-organization: An or- 
ganization that arranges 
LAN. 


LAN: or Local Area Network. 
A network of computers con- 
nected to each other at a 
local base. 


Game center: A center who 
specializes in providing good 
gaming computers with 
games to use for an hourly 
fee. Like an Internet cafe but 
specialized for computer 
game playing. 


Dancing platform: A form of 
computer game where you 
dance on arrows and the 
game tells you which ones 
you need to step on. 


Guitarhero: Is made on the 
same principal as the danc- 
ing platform but shows in- 
stead which strings shall be 
played on a control formed 
as a guitar. 


Nintendo WII: A console 
where you use a control that 
uses a sensor to feel how 
you move it. With it you can 
for example go bowling and 
use the same technique as if 
you were bowling for real. 
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other types of games. Sverok is the biggest youth organization in Swe- 
den and have over 96000 members. They are not specific to computer 
games but are in fact a coalition of smaller organizations working to- 
gether to enable them to get a sponsorship from the Swedish Youth 
Council that could be used for example to rent a space for meetings 
and other types of social interaction revolving around the organiza- 
tions field of expertise (Ungdomsstyrelsen 2006:2:50, 55, 58). No matter 
the size of the organizations most of them interact through the use of 
Internet and even though the organizations revolve around everything 
from interactive role playing, to chess, to computer games, activities in- 
volving computers still are the main focus of the majority of the organi- 
zations (Ungdomsstyrelsen 2006:2:52, 54). Therefore it's only logical 
that Sverok has a specific department for internet-based organizations 
(Ungdomsstyrelsen 2006:261). 

Tech Group is an international organization whose main focus is to 
enhance the knowledge about digital youth cultures. The project ”Möt 
Framtiden”, Meet the Future, is one of their projects. Here young in 
ages 17-20 years old educate adults about the digital youth culture to 
give them a perspective into the children every-day-life (Ung- 
domsstyrelsen 2006:2:69). 

The organization Goodgame is a consumer-oriented organization 
that focuses information between players. Among other things they 
make it possible to discuss the ethical questions of gaming like the vio- 
lence in the games and downloading. They also work to lower the tax 
on computer games in an attempt to stop the illegal downloading of 
the games by making them cheaper, and to investigate the games, pro- 
viding insight into the games to parents of children who play com- 
puter games (Ungdomsstyrelsen 2006:2:36). In 2006 the organization 
had about two thousand members ages ten to thirty five. 85-90% of the 
members are male but the female interest in computer games are con- 
tinually increasing (Ungdomsstyrelsen 2006:2:39-40). Goodgame are 
sponsored by the Swedish Youth Organization but doesn’t receive any 
other sponsorship, which limits the organizations ability to grow (Ung- 
domsstyrelsen 2006:2:41). Martin Bergwall, president of the organiza- 
tion Goodgame mean that computer games are still viewed as 
something negative in Sweden. It is mostly the women and the parents 
that view computer games as negative. Bergwall believe this springs 
from their lesser involvement into the world of computer games. Girls 
are commonly viewed as having a lesser knowledge and access to com- 
puter games in general which is believed to be a vital factor to why 
there are so few female players. The fact that women who do play com- 
puter games often are viewed as outsiders doesn’t help either (Ung- 
domsstyrelsen 2006:2:81, 82). Bergwall underlines the social interaction 
in playing online. A lot of the quests in the online games demand team- 
work and coordinated strategy between several players to be con- 
quered (Ungdomsstyrelsen 2006:2:34). 

Games also have an educational value (Ungdomsstyrelsen 2006:2:49). 
It teaches us different languages, mainly English since it is the most 
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commonly used, but many players also know some basic phrases in 
other languages. When I’ve played myself I’ve noticed that a lot of 
players for instance knows how to say: “I love Dota” in Swedish. 

One of the problems for the communities revolving around computer 
games is that men, which bring up ethical questions about discrimina- 
tion, dominate it. There is however organizations that are purely domi- 
nated by females too making up for at list a part of this weakness. One 
of these are Femina Gaming that was started to bring together the girls 
who love gaming and to open up the field to more girls by giving a 
platform to meet where they don’t need to feel like an oddity (Ung- 
domsstyrelsen 2006:2:83). 


3.5. Living in World of Warcraft - Ten Teens thoughts 
and experience 


The study written by Jonas Linderoth and Ulrika Bennerstedt was pub- 
lished in 2008 by the Swedish Culture Department. It focuses around 
the game World of Warcraft and the problems that come to attention to 
the players themselves (Bennerstedt & Linderoth 2008:7). In the study 
Linderoth and Bennerstedt defines the time-consuming elements of the 
game to be the source of five essential problems: How the game affects 
the social life, arguments with the parents, late nights, eating habits, 
personal hygiene and neglecting education (Bennerstedt & Linderoth 
2008:25-37). Linderoth and Bennerstedt also theories why these prob- 
lem occurs and how the game can be so seductive to its players. The 
main reason the study illustrates is the social pressure. The pressure 
from friends seems to be the biggest threat. The players feel compelled 
to play, by the group and the structure of the game forces the players to 
be “active” while playing thus making it more time consuming (Ben- 
nerstedt & Linderoth 2008:44-47). Another factor is the competitive na- 
ture of the game and the pursuance of heightening your status that 
forces you to play the game more than you might actually want to 
(Bennerstedt & Linderoth 2008:47-50). Why the day-to-day habits of 
dining and sleeping are neglected could be explained, according to 
Linderoth and Bennerstedt, from the fact that the players often live in 
different time-zones, hence the players must adjust the rhythm of the 
day to fit all players (Bennerstedt & Linderoth 2008:50). 


3.6. Good Friends, merry Fighters 


The study conducted by Barbro Johansson in 2003 takes an interest in 
children’s usage of computer games in relation to different discourses 
about childhood. 

There is an existing concern about how the violence in the games in- 
fluences the user (Rydin 2003:131). Playing games is part of the child’s 
playtime that is a fundamental part of life that exists to create a day-to- 
day free zone, free from the concerns of the everyday on goings (Rydin 
2003:134). When you play games you use different discourses. If you 
play for fun for instance you use a play discourse meanwhile if you 
play to win you use a competition discourse (Rydin 2003:135). When 
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you play there is an existing hierarchy of different roles that the players 
choose to take on (Rydin 2003:135). When playing Dota for instance 
you can chose to play either ”carry” or ”support”. The carry is the 
player that controls the game by having the highest level and best 
items. The carry however also has a lot of responsibility to the team by 
being the one who is supposed to lead them into victory. Only some 
heroes are suitable as carry. The ”supports” assignment however is to 
help the carry get more level and more gold and making it possible for 
him to ”carry” the game for the team. 

The study made by Johansson revolves around more violent games 
than Dota. She writes: ”Violence is interesting and exciting and a ra- 
tional way to achieve a goal.” (Rydin 2003:136). Johansson however 
states that the violence in the game is not as much of importance as the 
joy and excitement it brings (Rydin 2003:144). Johansson studies the 
various roles the children take on while playing. The greatest threat to 
every play situation is the ”play destroyer”. This is the person who 
brings reality into the play by questioning the essence of the game 
(Rydin 2003:142). 

Looking at discourses, one predominant discourse tells us that media 
violence is harmful (Rydin 2003:138). A child in front of a violent com- 
puter game knows s/he’s playing a game that’s harmful to children be- 
cause of the ongoing focus in the media that makes a connection 
between violent games and violence in real life (Rydin 2003: 139). Even 
though society puts a lot of trust in the competence of the children, in 
the end its still the parents responsibility to make sure that the children 
act out their competence in a good and healthy environment (Rydin 
2003:140, 144). 


4. Theory 


A strong theoretical foundation is essential in creating my own theory 
around which the study revolves. Looking at previous research on the 
subject is a very good source of inspiration when designing both the 
research question and the theory. With the last chapter in mind I move 
on to creating the theory. 


4.1. Theoretical foundation 


Upon studying the field I will start out from the theory that playing 
online computer games are at its most elemental level a form of com- 
munication. As all communication it transfers a meaning according to 
the hermeneutic approach. This meaning is both culturally and socially 
shaping it’s receivers. By making this claim I must believe there is 
something that can be shaped, that there exist a reality that we can in- 
fluence. Thus my ontological foundation is based in the idea that there 
is a “touchable” reality. 

The existing social reality we live in carry a view of computer games 
that I believe to be fiction. I do not agree with Hartmut Warkus who 
believes computer games are spreading a violent mentality and thus I 
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Carry: The hero that ’carry” 
the game on. Ahero that has 
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teamwork to be better than 
the other heroes. 


Support: The hero that is 
supposed to help the other 
players. The support hero 
often has skills like healing, 
shields and different type of 
boosts. 


Play destroyer: The person 
that questions the essence 
of the game and thereby 
bringing the devoted player 
back into the reality. 


wish to put some focus on this issue by investigating it's correspon- 
dence to the reality (http:/ /beat.doebe.li/bibliothek/w00490.html). 
The existing social reality also tells us that there is a difference in value 
between interaction face-to-face and interaction through the use of In- 
ternet. The idea that face-to-face interaction should be somewhat more 
“real” than interaction with real people through a computer is in my 
opinion historically created in the way that face-to-face interaction 
have an historically established social value meanwhile the interaction 
through computers hasn’t been around long enough to be accept in the 
same way. We haven't as evolving human beings learned to view this 
form of interaction as interaction yet. According to critical theory, the 
assignment of the social researcher is to liberate these established 
bonds of thinking and give its audience the ability to view “reality” 
through an alternate perspective (Alvesson & Skéldberg 1994:176, 177). 
This is also the purpose of my study. 

André Santini writes about the possibilities of improving our democ- 
racy through the use of Internet and the creation of a universal con- 
science. Together with Warkus idea of a universal violent mentality an 
interesting question is brought up. Does Internet have the ability to 
create universal mentalities or consciences? In correspondence to my 
theory that it can create cultures this might be a perspective worth in- 
vestigating. 


4.2. Theory made from previous research 


By analyzing the previous research on Internet and gaming I got a 
foundation of questions to consider. Linderoth and Bennerstedt 
brought up the issue of pressure from friends as a source to why some 
people play to long. They also brought up some issues about how the 
daily routines are shaped by the gaming. I’ve decided to use these 
questions in my study and I’m hoping to get some more insight to how 
the life of a gamer takes shape. 

The study Young and Media brings up the issue of bullying on the 
net. 18% of the older children about the same ages as the majority of 
members on dotaforum.se have experienced bullying on the net (Medi- 
arddet 2008:45). A quite high number in my opinion. Because of this 
I’ve decided to research how bullying occurs and is viewed within the 
Dota community. 

The harsh language that is associated with computer games is also 
one of the issues I wish to address. I’ve taken an interest in why the 
Dota players would stop playing the game on the hypothesis that it 
might have something to do with the language since it was one of the 
reasons I stopped playing actively my self. 

Both “New Game” and “Arenas for All “ addresses how Internet has 
changed the way the young organize. This is a very interesting issue 
that I’ve put my main focus on and most of my questions are questions 
of friendship and relations between the players. The study “Behind the 
screen” by Torgny Sandgren show that people who play computer 
games doesn’t necessarily work out less than the people who doesn’t 
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play computer games. On the basis of these findings together with the 
essence of ”New Game” and ”Arenas for All” I hypothesized that there 
is a typical sort of people who tends to organize more than the others 
and that the organizing type of player who organizes in clans and com- 
munities online probably tend to organize ”in real life” too. Conse- 
quently I've taken an interest in weather my subjects organize in for 
example sports as well as organizing in clans. 


5. Cultural Criticism 


Researching the culture surrounding computer games it is impossible 
not to use the theoretical framework of the cultural study. 


5.1. Cultural Studies 


The Term Cultural Studies is associated with the Birmingham School 
and the journal ”Working Papers in Cultural Studies” which began 
being published in 1971. The journal took an interest in cultural and so- 
cial subjects, discussing topics like popular culture, litterateur, social 
movements and many more. To much regret the journal didn’t survive 
very long but the impact it made on social and cultural science lives 
on. Cultural Studies have become an umbrella term to define what the 
modern social and cultural scholar now do. Berger describes making 
Cultural Studies as doing Cultural Criticism and that is also the term I 
prefer to use (Berger, 1995:3). 


5.2. Cultural Criticism of the Gaming Society 


Through out this paper you fill find the traits of cultural criticism. Ac- 
cording to Berger the issue with cultural criticism is that the language 
used in cultural criticism has become much to highly technical and in- 
credibly recondite thus making the theories made by the cultural criti- 
cist hard to define and hard to use (Berger, 1995:3). 

The hegemonical stereotype of the gamer as being unattached to soci- 
ety, come into life by the gamers own emancipation from the ideals of 
the modern society, might be questioned by the evolving professional- 
izing of the computer game culture. The social movement of computer 
game players, the rebels of the ideals of society, is a reoccurring topic 
especially in the German media discourse where the fear of the evolv- 
ing violent mentality, believed to be brought on by the computer 
games, dominate much of the research surrounding the usage of the 
games (http:/ /beat.doebe.li / bibliothek / w00490.html). Today how- 
ever, we can see the signs of an evolving professionalizing of the com- 
puter game playing as the games are brought on to the athletic arena, 
creating the term ”cyber-athlete” and making it possible to earn a liv- 
ing on playing computer games. In World of Warcraft, high-level char- 
acters with rare items have become a commodity and sells on the net 
through various websites like e-bay along side with cars, furniture, 
apartments and much more. There are a lot of money to be made in the 
business surrounding the computer games. This professionalizing of 
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computer game playing changes the way the games are played and 
the purpose of the playing. The competitive traits of the computer 
games are evolving and getting stronger meanwhile the play-ele- 
ments, recognized in the study of Barbro Johansson, are lessened, 
making way for the cyber-athletic culture (Rydin 2003). Looking at the 
computer game culture as a social movement, moving against the 
ideals society, we might ask the question wether the previous rebel- 
like culture haven't become more and more alike the mainstream cul- 
ture of society that it disattached itself from? 


6. Method 


The method is born out of theory and unseparable from its creator. In- 
troducing the method, I must as well introduce the theories used. 
Looking at Cultural Criticism in the previous chapter it makes it natu- 
ral to start out with hermeneutic theory because it is commonly associ- 
ated with the cultural criticism (Berger, 1995: 20, 21). 


6.1. Hermeneutic Theory 


The hermeneutic theory has its roots in Protestantism bible analyze 
and the humanistic studies of ancient classics. Knowledge according 
to the hermeneutic theory can’t be attained in any easy, reasoning, ra- 
tional way but must be seen from within with intuition as a phenome- 
non separate from the conscience formal and perceptible knowledge 
art (Alvesson & Deetz, 2006:115). This means that you have to con- 
sider the data from the eyes of the researcher. Looking at facts as inter- 
pretations and knowing that when you do so you are both analyzing 
an interpretation and making an interpretation yourself while doing 
the analyze. Facts are never purely facts but always the result of some- 
body’s interpretation (Alvesson & Deetz, 2006:117). No interpretation 
is therefore true seen as it can always change by looking at the subject 
of the truth in a different way (Alvesson & Deetz, 2006:168). The 
hermeneutic researcher doesn’t claim to create truths but merely theo- 
ries. 

Creating a truth of what it means to be a gamer would be nearly im- 
possible. First, gaming can be a lot of different things to different peo- 
ple depending on their habitus and their personality. Secondly, the 
only way to truly know what it means to be a gamer is to become one; 
which would both affect the way you interpret the empirical data 
gather in the study and also lack a representational value since what 
gaming is to you also would be an interpretation based on your own 
habitus. Third, gaming is such a widespread phenomenon that a study 
with both width and dept wouldn't be possible to conduct. Trying to 
make a qualitative study with a couple thousand subjects would be a 
job for amadman and a quantitative study could never give the study 
the dept it would require to actually get a sense of the underlying 
meaning of gaming. Therefore it is not my intention to create “the true 
view of gaming” but rather an alternative to the stereotypic view. This 
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also allows me to be reflexive since I'm not trying to find a truth. I can 
instead be aware of how, me being a gamer myself, can affect the study 
and instead take this otherwise disadvantage, since it stands in the 
way of objectivity, and turn it into a portal with which I can enter into 
the world of gaming with a better sense of understanding and thereby 
bringing myself closer to the subjects. Understanding and speaking the 
language, having the same underlying knowledge about the game and 
also having an entire arsenal of informants from my period of active 
playing is just some of the strengths that I have as a gamer and re- 
searcher in difference to someone coming from the outside striving to 
achieve the same goal. I believe as long as I keep myself aware of how I 
might myself affect the data and present the results as an interpretation 
and not a truth, I can minimize the negative effects of my habitus as a 
gamer. 

The Hermeneutic researcher must always be aware that facts are al- 
ways subdued to the knowledge of the researcher. To perform a good 
hermeneutic research you should consequently perform a set of 
smaller interpretations considering the relation between the underly- 
ing framework, the facts we handle and the questions we ask ourselves 
while looking at the material (Alvesson & Deetz, 2006:174). I’m going 
to use these notions while analyzing the interviews and the survey by 
first looking at the whole sense of what is said, then to what is actually 
being said and at last what impressions it creates in my mind as I ana- 
lyze it. 


6.2. Critical Theory 


Critical Theory is recognized for its analyzing approach combined with 
an interest in questioning the realized social reality. The social re- 
searcher has a noble commission to liberate us from this realized social 
reality by showing us a different one. The realized social reality is his- 
torically made and dominated by power relations and corruption 
which could be radically changed if only the members of the social re- 
ality received the tools and learned how to question it. The Frankfurt 
Schools predicaments is that the social research should extend the 
knowledge through which you can learn to handle and restrict the in- 
fluence from the irrational and repressive social structures and process 
that are forced upon you (Alvesson & Skéldberg 1994:176, 177, 179). 

Critical Theory carry a cultural pessimism that define the individual 
to be an uncritical, passive object that has been refitted for the mass 
production and mass consuming logic of today’s society (Alvesson & 
Skéldberg 1994:181). 

Critical theory uses a triple hermeneutic perspective. Applied on my 
study it means that I from a Critical Theoretical perspective first view 
the subjects’ statements as creations of their subjective and intersubjec- 
tive reality. Second I view my own analyze of these statements as a 
subjective an interpretation based on my own subjective and intersub- 
jective reality. Third I view the results of the analyze as a creation con- 
stricted by structural processes that has influenced both the subject and 
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the context in which I research it (Alvesson & Sköldberg 1994:221). 


6.3. The Qualitative Approach 


I’ve decided to use a qualitative approach throughout my entire study 
since I don’t believe it to be possible to generate the data necessary to 
investigate my research question through a quantitative approach. I 
have however borrowed the method of “survey” that is usually 
thought of in connection to the quantitative approach. The questions of 
this survey is however of a much more qualitative nature than quanti- 
tative. The qualitative approach focuses on the subject’s thoughts and 
experience and not the researchers own idea of what is central to the 
study (Alvesson & Deetz, 2006:10). In the qualitative study the re- 
searcher is part of a social field with a structure of actors and the rela- 
tions of powers between those. This creates a habitus among the 
members of the field that affects their stories. The good researcher 
must always be aware of this and consider how the subject’s habitus 
might affect the empirical material. The empirical material gathered 
from the study must be seen as interpretations of the reality and not as 
truths (Alvesson & Deetz, 2006:12). To be reflexive you need to have a 
system and a technique that creates a framework on how to interact 
with the empirical material. You need to be clear about who is doing 
the interpretation and how this might affect the findings. You need to 
be aware of your own habitus and its interference in the study. You 
also need to consider how authority and representational problems can 
affect the relation between subject and object (Alvesson & Deetz, 
2006:12-13). 

The problem with the qualitative approach is that the qualitative 
methods often are defined based on what they are not and not what 
they actually are. The researcher tries to see the world from “the na- 
tive’s point of view” but the view is defected by the researchers own 
expectations (Alvesson & Skéldberg 1994:72). 

The most common method in qualitative studies is the interview and 
it is also the method I’ve chosen for my study. The first problem of the 
interview is the existence of sources of influence that can’t be con- 
trolled. This makes the subjects stories different according to the situa- 
tion at hand (Alvesson & Skéldberg 1994:71). The second problem is 
the researcher herself. What the interviewee says and what I hear 
might not be the same thing (Alvesson & Skéldberg 1994:74). Alvesson 
and Skéldberg suggest doing repeated interviews to create a better 
contact between the subject and the researcher thus minimizing the 
risk of misinterpretation (Alvesson & Skéldberg 1994:74). Because of 
the limited time it will be hard to use this advice. I have instead chosen 
to try to get to know at least some of my subjects better by talking to 
them in other situations than in the actual interview. I’ve also played 
with some of the subjects, both to observe how they are as players and 
persons when in game and also to create those bonds that can only be 
made from playing the game together. I believe it will help me to create 
a more relaxed interview situation and get the subjects to open up 
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more freely. 


7. The Preliminary Study 


The purpose of the preliminary study is to get an overview of the field 
letting the researcher touch the surface of the subject handled in the 
study. 


7.1. The Method - Survey 


I’ve decided to use survey as method to take a first look at the field. 
I’m hoping reach about a tenth of the gamers in the field I’m research- 
ing. Although I do realize the empirical material generated from a sur- 
vey on such a small scale can’t be used to create a representational 
picture of the field I’ve chosen to use it mainly for other reasons. First, 
it makes it possible to try my theory. I won't be able to tell me the 
“truth” about the existence of a culture within the field, but I will be 
able to rule out the possibility that I’m completely wrong and thereby 
saving me a lot of time if that had been the case. Second it will give me 
a first view of the field that I can use when I design the interview guide 
for the upcoming interactive interviews. Third it brings me closer to 
the field through the first actual communication with its subjects, thus 
it makes me known to the field and as I hope, arouses the curiosity of 
its members. Forth it will help me sip through all the possibly candi- 
dates for the interviews and help me define which members are suit- 
able to interview and which are not. Fifth and most important, the 
survey is a timesaving method on such a small scale that will make me 
able to reach a wider field without giving up the “drilling” characteris- 
tics of the qualitative approach. It simply wouldn’t be possible to do 
about fifty interactive interviews within such a narrow timeframe. 


7.2. Designing the survey 


Demographic characteristics are all part of the outside field and ac- 
cordingly not significantly important to my study. Consequently I’ve 
limited the demographic questions on the survey and instead put focus 
on the various phenomenon occurring within the virtual communica- 
tion field. I designed the survey in two parts to make it easier to fill 
out. The first part containing question one to ten are used to get a back- 
ground on the players. Those questions focus on the skill of the player, 
the personality of the player and how the player actually plays. Does 
he play in group or alone? Does he consider himself a defensive or an 
offensive player? Which platforms does he use? And so on. These 
questions separate themselves from the second part by being narrower 
and having predefined answers from which the subject choose. 

The second part of the survey, containing question eleven to twenty 
is elementary a way of testing my theory and my four assumptions, ex- 
istence of culture, laws, language and bonding between members. 
These questions doesn’t have any pre made answers but are left com- 
pletely free for the subject to answer as they choose. How do you feel 
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Words used 


Platform: a common space 
where the players can con- 
nect to each other. 


Defensive player: A player 
that takes less risks and play 
with the aim of survival 
rather than killing the enemy. 


Offensive player: A player 
that takes risks and play with 
the aim to kill the enemy no 
matter the cost to himself. 


about the language used in Dota? Do you feel a sense of connection to Words used 
the other players? Why do you play Dota? What reasons might make Clan: An organization of 


you quit playing? And so on. players that usually play 
within the same team and 
often have a mutual team to 
compete with. 


7.3. Findings of the Survey 
Looking at the first part my most obvious finding was that the subjects Geske intfistesetrisäns 
are all male. During my five years of playing I've only come across one that the language uses a lot 
more girl playing the game hence I wasn’t very surprised by this re- of words specific to the Inter- 
sult. The age of the subjects is between eleven and twenty-eight. Most Renae sen 
of them are between sixteen and twenty. Playing with a group of 
friends seems to be the most popular way of playing and some of the 
players even have their own teams and clans. The majority of the sub- 
jects are quite skilled players. However, these results probably don’t 
have much representational value for the Dota community as a whole. 
My guess is that I got most skilled players to sign up to do the survey 
simply because these players are more active gamers than the less 
skilled players. Hence I might make a guess that they are also more ac- 
tive outside the game when it comes to taking part of the community. 
Almost all players uses all of the three different types of platforms sug- 
gested in the survey, battlenet, Local area network in real life and local 
area network through software such as Garena and Hamachii. Only 
three subjects used only battlenet, which I think is a very fascinating 
find. The scientifically most interesting difference between using bat- 
tlenet and different form of LAN is that LAN more often is used to cre- 
ate games between players you already know. While playing on 
battlenet often means to play with complete strangers. This confirms 
my theory that the interactive elements of playing Dota are essential to 
the players. 
Looking at the second part of the survey I can see patterns emerging 
all throughout the questionnaires. While playing Dota, Ventrilo seems 
to be the most popular additional medium to use. Second is listening to 
music. I can see a definite connection between playing in groups and 
talking on Ventrilo from which I can yet again confirm my suspicion 
that playing Dota is mainly a communicative action. 
Looking at the subjects’ thoughts about the language I get more vari- 
ations in the result. At the top I find twenty-one players who have a 
negative opinion about the language, mainly because of its harsh na- 
ture and the continued use of bad language. Second in place are the 
nine players who simply find the language “geeky”. Eight players take 
up both good and bad aspects about the language but only five players 
have only good things to say. Apart from this seven players didn’t have 
an opinion about the language. No matter what the opinion is it is 
cleared that most players do have an opinion about the language, thus 
confirming its existence. 
The question with most variation however is the question about the 
unprogramed rules of Dota. Looking at the rules and laws within the 
culture my main concern is whether the players acknowledge their ex- 
istence. Nine-teen players think the existence of unprogramed rules is 
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a good thing while four players think they're not. Two players point 
out both good and bad things about them. Six players say they don’t 
care about the rules and six other players consider the rules to be 
wrong three players follow the rules but don’t have an opinion about 
them meanwhile two players think they should be programmed into 
the game instead. Only one player doesn’t know the rules. Four play- 
ers don’t believe the rules exist. Eight players didn’t have an opinion at 
all. 

Twenty-three players have experience friendship with the other play- 
ers. Three players don’t experience friendship through Dota although 
one of them answers he tries to but he usually play on his own. Nine 
players experience friendship within the group they play with. Six-teen 
players experience friendship sometimes when they play but not all 
the time. 

Most players value the social factor of the game as essential. Being 
part of a team and hanging out with friends seems to be the main rea- 
son for playing the game. The games biggest threat comes from play- 
ing it too much and getting tired of it but the changes brought on by 
aging also seem to be a threatening factor. Some of the younger players 
believe that starting a family might make them stop playing mean- 
while a third of the older players confirms this by answering that they 
play less now than before because of the girlfriend or the wife and 
kids. 


8. The Main Study 


In this chapter I will reflect on he methods and the choices made in the 
study to give some backgroung to how the empirical data was col- 
lected and processed. 


8.1. The Method - Interview and observation 


Using interview and observation as method might not be much of a 
surprise since they are the most common when doing a qualitative 
study. At first I had planned to use a thematic non-standardized ap- 
proach to the interviews by deciding the subject and not the questions. 
I tried this out in my first interview but found that it wasn’t working 
very well, creating a lot of silence and not much talking. Thus I had to 
change the method while doing the interview and instead used a semi- 
standardized interview technique. Since I was still in the interview sit- 
uation I had to improvise the questions but it had good results even 
though I found it somewhat exhausting to have to create the questions 
in my head meanwhile listening to what was said. Since the technique 
improved the results of the interview it seemed logical to use it in the 
rest of the interviews. To make it easier on my own part I wrote down a 
couple of questions around which I wanted the dialog to center. Once 
inside the interview situation I used the answers to these questions to 
create new ones to get more dept into the data attained. 

To choose which players to interview I made a strategic profile based 


28 


on what I want to get out of the interviews. I used strategic sellection 
as method, choosing only people who I found unrestricted to talk 
about themselves both in about the good and the bad. I also wanted by 
subjects to have a lot of opinions about the game and I mainly focused 
on subjects that inhabit some form of high ranked position, like clan- 
leaders and gamers with a lot of experience in the game. The problem 
with using strategic sellection is that you are making an exclution and 
an inclusion of subjects thereby influensing the empirical data created 
from the interviews. Even if you make it a point not to choose the sub- 
jects based on their opinion you might still unintentionally get just one 
sort of people with only one kind of opinions. 

As already stated the physical space where the gamers are located, 
the outside field, is extremely large thus it made it very hard to do 
face-to-face interviews with the limited time and economy. To solve 
this problem I decided instead to meat the players in their own ele- 
ment within the inside field. All of the subjects are familiar with the 
voice-chat-program Ventrilo since it is often used while playing to 
communicate with the other players. Using Ventrilo for the interviews 
thus was the most logical choice. Turning the speakers on very loud 
and increasing the sensitivity of the microphone made it possible to 
record the interviews, which has been a great advantage. 

After finnishing all of the ten interviews I transcribed them. I decided 
to trancribe the entire interviews even though some of them was more 
than 40 minutes long. I didn’t however translate them entirely word to 
word because the subjects often had hard to make complete, structured 
sentences. Translating word to word would have left me with a lot of 
text including only fragments of sentences that I wouldn’t be able to 
use anyway. The decision to translate the entire interviews instead of 
just the bits and pieces I actually used was based on the thesis that by 
excluding some parts i might miss something vital. It was also a time- 
saving method because it takes me less time to type down the text and 
read it than to listen to the tape over and over. 

I also used observation as method and decided to be an in part hid- 
den observer in the sense that I did not tell that I was observing during 
the games even though the players knew I was conducting a study. All 
though it might seem dishonest to do a hidden observation, in my de- 
fense I made the decision based on the knowledge of the players and 
their attitude towards the study. I only observed the players I knew 
had a positive attitude towards the study and had offered to help out 
with it thus I could be fairly sure they wouldn’t mind me observing 
while playing. 

My first observation actually led to me taking one name of the list of 
potential interview subjects since I found that the player in question 
had the wrong attitude towards the study and seeming to have an al- 
ternet agenda to participating in it. With this subject I was unavoidably 
introduced to the problems with the strategic sellection having to de- 
cide to exclude him from the study, because I felt his answers would be 
resrict to “norms”, trying to put himself in a better light, and thereby 
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making the empirical data generated from his interviews too far from 
the ”truth”. I've chosen to only include older players in the study 
since I believe them to have easier to be self-critical and to share the 
more sensitive data. It is also an ethical decision since I want all of my 
subjects to completely understand what it is they take part in. Younger 
players might feel pushed to take part in the study because of various 
reasons and I don’t want anyone to take part without really wanting 
to. I also found it very important that the subjects should be interest- 
ing in generating good empirical data that can develop the science in- 
terested in computer game usage further. I therefore excluded the 
players that seemed too interested in showing off by being part of the 
study than actually having an interest in the results of it. Thus I feared 
he would feel restricted to showing off a better side of himself as a 
player and person than he in reality is. Wanting to look better than you 
are is only natural and I do keep it in mind when analyzing the inter- 
views but I believe most of my subjects to be honest about them selves. 
The subjects of the study have been carefully sorted out from the 52 
players that joined in the survey. From these I picked out eight players 
that fit the profile of being an older player with experience and a lot to 
share. The last two subjects were found through one of these players 
and through my own involvement in gaming a couple of years back. 


9. Empirical Data 


The generating of empirical data is the object of every qualitative 
study. Following I will introduce you the empirical data generated by 
my study. Because the language used in the interviews are Swedish I 
want to underline that the quatations are translations and thereby sub- 
ject to the difficulties of the hermeneutic process, in the way that they 
are secondary interpretations made by me and not only interpretations 
made by the subjects. 


9.1. Bruno 


Bruno is 19 years old and has played Dota for three years. He is the 
leader of his clan Potw and as such he has attained a lot of experience 
about the game. Bruno believes the best about Dota to be that you meet 
so many nice people. He thinks it’s most fun to play with friends. He 
looks at Dota as a good way to spend the time. It is fun and challeng- 
ing. 

The problem about Dota is that it is so seductive, which makes it easy 
to spend too much time playing sometimes without being aware of it. 
You might not get enough sleep. You skip school or call in a sick day at 
work. 


“But I don’t have that problem at all! All though that is the risk, that I 
might get stuck in it to hard.” Says Bruno in the interview. 


Apart from Dota he also play Guild Wars, Gears of War 2 and Battle- 
field Bad Company. Guild Wars is his favorite game. Guild Wars is 
somewhat like World of Warcraft and goes under the same genre 
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MMORPG. 

Bruno has about 20 friends he plays with regularly two times a week. 
Some of them are old friends from Kalmar where he grew up and some 
are the members of his clan. As the leader of his clan he has a lot of 
”stakes in the own”. When there are try-outs he must have time for 
everyone to see what their opinions are and what state their skills are 
in. He shares his leadership with another player who handle the league 
and the builds before the games. Bruno handles the try-outs and the in- 
ternal communication by writing the latest news on dotaforum.se to 
his clan. Try-outs is when the clan test potential new members to see if 
they should be allowed to join. 

A try-out is done in two parts. The first is to sit and talk with the 
players just to get a sense of who they are as people and players. The 
second is to try-out their skills by playing with them. Bruno finds in- 
house games to be the best way, preferably with a lot of players. In the 
in-house games you get the best sense of how good the players are at 
the game. Bruno says 


“We also want to play public so you see the attitude towards other peo- 
ple so that you don’t sit and flame all the others, because that style I hate. 
We don’t want that kind, who sit and are morons to people who are less 
skilled than them”. 


Bruno explains that flaming is when you write mean things to others 
like “you’re a noob” or write like five sentences with only capitals. “It’s 
when you push others down.” Says Bruno. 

The clan also has their own set of rules, like no cheating with map- 
hack but there isn’t anyone who cheats says Bruno. They also have 
some less fixed rules like no backdooring, 


“like you don’t run into the base when there isn’t even anyone there. [...] 
We all have some less fixed rules that we follow but it’s not hard, they 
feel so natural. You don’t steal items and stuff like that,” says Bruno. 


The clan also has rules that state how the members of the clan are to 
behave against each other. 


“You can’t behave like an ass cause then you are kicked out of the clan. 
We have had troubles with it before but now when I handle it I’m more 
strict. I don’t take in that many members anymore.” 


When trying out a new potential member the most important thing is 
that the person is nice says Bruno. Team play is not as important since 
it isn’t anything you gain from playing public. It’s more important the 
player show them selves to be generous and willing to give of them 
selves to the team, explaines Bruno. 

Bruno prefers to play with his friends but he also play public games 
sometimes to get away from the group and experience the game on his 
own. He also states that it isn’t as easy to play public games on your 
own, as it is to play with his team. 


“You win so easily cause the other team usually don’t have anything to 
put up against you when you're in a team that knows exactly how each 
other work.” 


Words used 


MMORPG: Massively Multi- 
player Online Role Playing 
Game. A type of role playing 
game, played online with lots 
of other players within a vir- 
tual reality that remains ac- 
tive even when the players 
aren't. 


Try-out: What is done when 
you test a potential new 
member. Like an audition for 
gamers. 


In-house: To play within 
your own circle of friends. 


Public: To play with 
strangers on a game open to 
anyone. 


Flame or flaming: Being 
mean to another player or 
only using Capital characters 
like NOOB. 


Map-Hack: Software that 
make you able to see the 
entire map and where the 
heroes are. 


Backdooring: When you at- 
tack the base without first 
killing all the creeps ona 
lane first. 


Noob: Someone who is new 
to the game thereby implying 
the player is less skilled in 
the game aswell. 


Team play: Acting together 


as one unit and helping each 
other out. 
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When Bruno plays with his own clan he usually play the same hero, 
called lich, which he trains with often. Lich is an intelligence hero. Like 
all the other heroes he has four skills. His first skill is frost nova that 
makes damage on a target hero and those around it. The second is a 
shield, frost armor, which gives a target friendly hero more armor. The 
third is dark ritual that let him take the hitpoints of a friendly creep 
and turn it into mana making the hero able to cast more spells. The ul- 
timate spell called chain frost is a ball of ice that bounces between the 
enemy heroes doing damage as it hits them. Lich being an intelligence 
hero means that he has low hp but lot of mana. He’s not supposed to 
take damage but hides in the background and instead does a lot of 
damage with his spells. 

Bruno prefers to play support heroes like lich in part because he 
doesn’t feel self assure enough to play carry and also because the clan 
already has a lot of players that are much better with carry than he is. 


“Carry is the one who should farm the entire game, that’s how we play. 
Or rather farm as much as possible. You take a hero like warlock or 
someone like him and you baby-sit him on the lane or he goes solo mid if 
he’s range and you keep an eye on the river for him. If you play someone 
like Spectre (not range) you have to go with a babysitter on the lane and 
play half game lane and half game woods. And then you should just get 
farm items so its just farm, farm, farm. Then you have BKB or something 
like that and you win the game for your team. That’s how we play but 
we sometimes just play random too. It works too.” 


When playing support like Bruno you sometimes have to give away 
the kill of a tower, a creep, or a hero to the carry so that he gains more 
gold. 

Playing with a carry isn’t possible on public says Bruno. There you 
are every man for them selves but when you play in a league with your 
own team everyone knows how it works and how it should be done. 

The success of a game in Bruno’s opinion is measured from how the 
team performs. 


“I can play like shit but as long as my team wins I'm satisfied. [...] You 
have to sacrifice yourself a little. You are the one who goes in first and 
get all the ultis on you and then your team come and kills all of the play- 
ers in the opponent team. Then it’s worth it.” 


Bruno’s advice to someone who is interested in beginning to play Dota 
is to play a lot and not care when people complain. 


”There is a lot of complaining when you play public but you shouldn’t 
take it personal. [...] Look at how the other players play and try to find 
friends to play with.” Says Bruno. 


When Bruno doesn’t play computer games he spends a lot of time in 
school and at the gym or out partying with friends. He shares his 
apartment with another male his age that he sometimes plays with and 
he has also met a classmate that he plays with. 

For Bruno gaming is also a way to keep in contact with his friends 
back home since he moved to study in Gothenburg. 
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Words used 


Armor: Protects you from 
some of the incoming dam- 
age. 


Hitpoints: The life force of 
the hero 


Hp: Short for Hitpoints 


Mana: The force used to 
make spells 


Baby-sit: To watch over an- 
other hero and protect it 
from harm. 


Woods: In this case to kill 
the neutral creeps in the 
woods. 


BKB: Black King Bar an 
item that makes the hero 
stronger and imune to spells 
for a short period of time 
when activated. 


”The best thing about Internet is that it's fun meeting a lot of new peo- 
ple.” Says Bruno. 


Bruno doesn’t think he socialize less with people face to face because 
of the gaming. He instead finds it’s easier to keep friendships active be- 
cause he can socialize with his friends through Internet even when he’s 
physically to far away from them to interact face to face. 


9.2. Prometheus 


Prometheus is 27 years old and has played Dota for about six years, 
since the map 5.58b, which was one of the first maps I played my self. 
His favorite hero is Windrunner, which is a speed-based hero. 
Prometheus is a student with an interest in history. Today he’s cur- 
rently writing a paper on the temple years during 1170-1190’s when the 
first Christians lost Jerusalem. Prometheus priorities his every-day-life 
before Dota. He doesn’t feel like he’s addicted to the game but upon 
considering the question he realized that he might be a little bit ad- 
dicted without recognizing it since he had bough a lap-top to be able to 
play his games anywhere he want to. He feels to old to go out drinking 
like in younger years but he enjoys going down to the pub and having 
a drink sometimes. 

Prometheus finds the best thing about Dota to be the fact that it does- 
n't take that much time. 


“You don’t have long transport distances and stuff like that, like in 
World of Warcraft and that genre of games. You get into the game and 
start playing and after an hour you're finished. Then you can do some- 
thing else. You can take a short match. You can modify it very well. 
There are a lot of different ways to play. There are lots of heroes to 
choose from and consequently you can easily make something of the 
game without too much effort. The team play is also important. There’s a 
big difference between how two teams play and it’s interesting to see 
how working together can give different results. It’s fun!” 


When it comes to things Prometheus don’t like about Dota he points 
out some technical errors in the game that he would like to be changed. 
Some heroes are hard to click on which makes it hard to cast spells 
against them and so on. He also points out the “battlenetstuff” as he 
calls it. Like people leaving in the game when the game gets the better 
of them. “It destroys the game but that isn’t the games fault.” Says 
Prometheus. 

Prometheus prefers to play with his friends, ether on vent or in the 
same physical room as he. He also plays with his girlfriend. 


“It was me who made her start playing. I wrote on msn once, before we 
where together, ‘now I’m going to play Dota’ and she didn’t know what 
it was. So I had to explain and told her it was Warcraft and that she had 
played. So that’s how she started playing Dota and then she got stuck 
and now we play together. She’s still learning but she’s doing really well 
and it’s fun that we can do something together.” 


Prometheus thinks the worst thing about being new at a game is that 
the other players are so much better than you. 


Words used 


Map 5.58b: An upgrade of 
the original Dota map. All up- 


grades are named in 


numbers like 5.58, 5.59 and 


so on. 


Leaving the game: To dis- 


connect from the game 


thereby leaving your charac- 
ter without someone control- 


ling it. 
Vent: Short for Ventrilo 


Msn: A popular chat pro- 
gram. 
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“There’s always someone who notice that you aren't good and then they 
kill you all the time and that’s not exactly the thing that makes you want 
to go on playing.” Says Prometheus. 


He explains that the first thing he taught his girlfriend was to keep an 
eye on the mini map at all times to prevent her from getting killed to 
much in the game. He also gives her suggestions on what heroes to 
pick and what items to buy. When playing with his girlfriend 
Prometheus prefers to play support heroes so that he can rescue his 
lady in need. 

When playing Prometheus usually talks on Ventrilo with his friends 
but if he plays alone he prefers just to hear the sound of the game in- 
stead. Prometheus also plays several other games like fall out 3 and 
unreal tournament on his psp. He’s also awaiting the release of Diablo 
3. He likes fall out 3 because it’s a very big game and you can do a lot 
in it. 

“It’s really worth the money so to speak, but Dota slash Warcraft feels 
timeless somehow. [...] It’s been here so long that it feels like it’s going to 
be here a while longer.” Says Prometheus. 


Prometheus isn’t in any clan but he used to have one that was dis- 
solved when the majority of the players moved away from Sweden, 
him self included. Prometheus is hang-around to a clan named Rain- 
bow Ninjas that play in the league at dotaleague.com where they are in 
the 4H division. He's also been beta-tester for some of the Al-maps on 
Dota Allstars. 

Prometheus has a group of friends he plays with regularly. He usu- 
ally play at least one game each day but he sometimes play the whole 
daylong when he doesn’t have anything else to do. 

The things Prometheus would like to change about Dota are to fix 
some of the technical errors with clicking on heroes. He would also like 
to integrate the AI-bots into the usual map so that you wouldn't have 
to wait for a separate map although this would make the original map 
much larger which might be a bad thing since it could make the map 
more sensitive to bugs. He would also like to change the loading 
screen since he finds the current one to be rather ugly, he laughs. 

Prometheus thinks that the unwritten rules of Dota are a problem 
since they are often different depending on whom you're playing with. 
Prometheus suggests that the rules should be written down some- 
where since there are often arguments about the rules when the players 
don’t know which ones to follow. Prometheus thinks that the most im- 
portant thing when playing is that there shouldn’t be any whining. He 
doesn’t like it when people write “lucky” when you escape an attempt 
on your life. He thinks luck is a natural part of the game and nothing to 
complain about since it’s the same for everyone. He also dislikes when 
people whine about killsteal in teamfights since that type of “killsteal” 
isn’t really a killsteal in his opinion. 

Weather he priorities his own playing or the teams playing depends 
on what hero he’s playing says Prometheus. 
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Words used 


Mini map: A mini version of 
the map placed at the bot- 
tom right corner that show 
the activity on the big map. 


Psp: Playstation Portable. A 
smaller gaming console from 
Sony that can be used any- 
where. 


Hang-around: A player 
who's task is to work as a 
stand in when another 
player is unavailable to take 
his place in the team for a 
game. 


Beta-tester: A player that 
test new maps or games be- 
fore they are released to 
make sure they work prop- 
erly. 


Bug: A technical error within 
the game that makes he 
game behave odd. 


Killsteal: When a player 
takes the last killing blow on 
an enemy hero that a team- 
mate is fighting against with- 
out being part of the fight 
before the killing blow. 


Teamfight: When the whole 
team gathers together 
against the enemy team cre- 
ating a larger fight of several 
players. 


”If you play all random you can get any one hero and if you happen to 
get a solo-hero you can't do that much for the team. [...] But as I said I 
like to play support cause then you don’t play as selfish.” 


Prometheus think it’s much more fun when the team has success than 
just one player. He loves teamfights where the entire team does 100% 
of their best and don’t back away when they loose some hp. 

Prometheus says the importance of getting good stats differs between 
heroes since some of the heroes are based on having good stats mean- 
while others aren’t. He finds the new stat “assist”, where you get 
points from co-operating in the making of a kill, to be a very good 
thing since it shows who’s doing their part. “It’s not a one-man-job 
anymore as it’s always been before” says Prometheus. He would how 
ever like to change the function of it somewhat so that the other play- 
ers get a small repayment in gold for helping out with the kill even 
though he still think the one dealing the killing blow should get the 
most money. 

Prometheus doesn’t find it important to win the game all though he 
points out that it is of course fun to win. He believe it’s more important 
the game is balanced and the most fun games are those that go on for- 
ever because both teams are as good as the other. He tells me a story 
about a game that went on for 90 minutes where players kept on leav- 
ing but they always balanced it: First they where five against five, then 
three against three and in the end they were two against two. The 
teams where so balanced that it seemed like no one could win the 
game. In the end Prometheus team lost but he still think it was one of 
the most enjoyable games he has ever played. 

Prometheus doesn’t like flaming and consider it childish. He under- 
stands that you sometime can get a bit angry when things happen but 
he says, “you must always remember it is a game. You play to have 
fun.” Prometheus sometimes gets mad as well when he dies. But he 
usually gets mad at himself for dieing when he didn’t have to and not 
on the other players. He also finds it a bit annoying when someone 
kills him because of a good crit and get away with two hp where there 
was just as good chance that Prometheus himself would have gotten 
the kill. 


“Then I get angry of course cause I know that it doesn’t have anything to 
do with our playing and only with his crit-percent and that’s a bit sad.” 


Prometheus has made a lot of friends through Dota but most of all he 
points out that he has become better friends with people he already 
knew by sharing the common interest. He’s also met some of the play- 
ers that he got to know online through Dota on LANs. Many of his 
friends met each other on DreamHack too where he was supposed to 
go aswell but he stayed home to work with his paper instead. 
Prometheus enjoys reading “Svenskan”, a Swedish daily newspaper, 
every morning. He finds that there aren’t as many negative articles 
about computer games anymore. There is instead a lot more of articles 
that evaluate a game, telling what it’s about and giving it points for 
how fun it is and so on. Prometheus thinks it is good that the papers 


Words used 


All random: One of the pos- 
sible modes to choose when 
playing Dota. Gives all play- 
ers a random hero. 


Solo-hero: A hero that is 
based on going alone and 
lacks skills that are useful to 
the team. 


Stats: Shows how the game 
is advancing by showing 
number of kills, deaths and 
lately also assists. 


Assist: When a player helps 
to make a kill but don’t get 
the killing blow. 


Crit: A hero can have a skill 
called critical strike. A crit is 
when this skill is triggered 
which takes form of a blow 
from the hero that does X 
times damage than the 
usual amount. 


Crit-percent: Defines how 
often the critical strike skill 
has a chance to be trig- 
gered. Example: Gives the 
hero 10% chance to do 2 x 
usual damage. 
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often write as if you didn’t know anything about computers since it 
opens up doors for people who might take an interest in the game that 
hasn’t consider it before. 

Prometheus finds that he still has a lot left to learn about Dota. Espe- 
cially when it comes to micromanagement, which means to control 
more than one unit. If he where to stop playing Dota he believes it 
most likely to be because the game changed in a way he didn’t like it or 
if it stopped changing, like if Ice Frog who makes the map stopped 
making new ones. He also believes there would be a rather big change 
in the gaming if battlenet where shut down since he finds it harder to 
find games through LAN-programs. At the moment however, he can’t 
see a reason to stop playing the game. 


9.3. Adrian 


Adrian is 20 years old and has played Dota for a little bit longer than 
three years. He used to be a member of the clan Arctic Chaos but has 
recently left it to get more time for his studies. 

Adrian finds the best thing about Dota to be the sensation of belong- 
ing to a team and knowing that your part counts. He usually plays 
with friends but he’s been playing alone a bit more lately since he left 
his clan. When he plays with his friends he uses Skype or Ventrilo and 
he doesn’t play any other games than Dota. 

Adrian has played in dotaleague.com and SDL, Swedish Dota 
League. His team was called Arctic Chaos and played in division 4 at 
Dota league. His team tried to play once every week apart from the 
league games at Sundays but he plays at least seven games each week 
himself. When he doesn’t play he studies to become a civic engineer 
and teacher. 

Adrian finds the unwritten rules of Dota to be good but he thinks it 
would be fun to try playing without them just to see what happens. To 
the nest map’s release he want to buy a new mouse but he believe the 
map itself are evolving in a positive way and there’s nothing but some 
smaller issues with the terrain that he would want to change. If he 
where to create his own hero he would give it a skill that made it glow- 
ing which burns the things around him and gives very high damage 
reduction. He would also want some kind of slow, preferably AOE, 
and a passive skill and an ulti that looks cool but probably is “pretty 
crapy anyway. He would be a real tank.” Says Adrian. 

Adrian prefers intelligence, semi-support heroes that only have their 
task to do and nothing more. He believe the most important thing 
when he play to be to have fun and if he doesn’t have fun he likes to 
joke around and make sure ”someone else doesn’t have fun cause 
that’s fun too in its own way.” Adrian judges his own achievement 
against his own and the success of the team against the team’s previ- 
ous successes. Adrian thinks it’s important to win sometimes because it 
is good for the self-esteem. He doesn’t care about the stats however. It’s 
more important that no one in the teams start complaining when you 
have bad stats. If he were to stop playing it would probably be for the 
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Words used 


Micromanagement: Manag- 
ing more than one unit at the 
same time. Some heroes 
have the ability to create 
copys or divide themselves 
into more units. The tech- 
nique used to control this 
type of hero is called micro- 
managment. 


Damage reduction: Takes 
away some of the received 
damage from the hero. 


Slow: Slows the heros 
movementspeed. 


Aoe: A skill with area effect 
which means it can be used 
in an area afflicting the units 
within that area. 


Passive: A passive skill 
doesn’t need the player to 
click to activate it. Critical 
Strike is an example on 
passive skill. 


Tank: A very strong and 
heavy unit that can take a lot 
of damage. 


Semi-support: A hero that 

can be played as a support 
but also have some charac- 
teristics of a carry. 


same reason that he left his clan, that he doesn’t have enough time for 
it. When he doesn’t play Dota he prefers to play football with his 
friends. 


” That too is somewhat of a teamsport, where you have to be more than 
one and it’s not often enough people have time to play.” Says Adrian. 


Second best is seeing a movie or taking a nice long walk. Adrian priori- 
ties the every-day-goings first as long as his team doesn’t have an ap- 
pointed match to play in the league. Then he tries to adjust his daily 
duties around the game. 

Adrian thinks that people often have a negative view about computer 
games. He says: 


“Everyone can have their opinion but they shouldn’t try to force it on 
others. And it’s a high probability that their opinions don’t carry that 
much truth to them since they don’t play the games themselves. [...] You 
often see pretty grotesque prejudices about people who play computer 
games.” 


9.4. Rexter 


Rexter is 20 years old and have played Dota 4 years. He believes the 
best thing about Dota is that it forces you to cooperate. The bad thing is 
that new maps often carry bugs. Rexter almost excludingly play with 
his friends, ether through battlenet or Garena. He has played a lot of 
different games during the years as gamer but he’s trying to minimize 
his playing to get more time for his studies. His favorite games are the 
GTA-series, Grand Theft Auto, where your character is supposed to 
move from being nothing into becoming a mafia boss. How to, be up to 
the player. Rexter isn’t part of a clan since he recently left his clan but 
he’s still considered a member of honor by the other clan members. 
Rexter plays between two to eight games of Dota each week but he 
plays computer games every day. He uses computer games as relax- 
ation when he comes home from school. Rexter doesn’t have an opin- 
ion about the rules in themselves. He says the most important thing is 
that everyone plays by the same rules. If he where to change some- 
thing about Dota it would be some particular hero that he finds to be a 
bit to much better than the other heroes. Rexter prefer to play support 
and his favorite hero is silencer since he believes it to be one of the 
hardest heroes to play good. He doesn’t find it important to win. It’s 
more important to have fun and “the most fun happens together with 
my friends on Ventrilo anyway”. The stats aren’t important since they 
often don’t say that much about your contribution to the team. He 
thinks the new stat, assist, is good but somewhat badly made. 


“At least you get some form of acknowledgement for what you’re doing 
for the team.” He says. 


Rexter doesn’t like flaming and finds it to be the backside of Internet 
gaming. He usually doesn’t get mad when he dies if he hasn’t died a 
lot. He has made a lot of friends through gaming and he’s also im- 
proved his current relations through gaming. Still he has more friends 
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that don’t play computer games than he has friends that do. Rexter 
tries to find a balance between his everyday-goings and the gaming “I 
don’t leave a gigantic mountain of dishes to play Dota but I don’t wash 
that lonely plate sitting on the washbasin just because I have to ether.” 
If Rexter where to stop playing it would probably be because he didn’t 
find it fun anymore. When he doesn’t play Dota he studies, work out 
and hang out with his friends and his girlfriend. His girlfriend doesn’t 
mind his gaming but Rexter believes this probably springs from the 
fact that he never priorities the gaming above his girlfriend. Rexter 
think it’s sad to see the opinion people often have about computer 
games. Especially when it comes to family since his family doesn’t 
view his gaming as a sport but rather as a waste of time. 


9.5. Hallon 


Hallon is 20 years old and has played Dota now and then for about one 
year. He finds the best thing about Dota to be that every game is differ- 
ent from the games before since there are so many different alternatives 
to combine. 


“It’s more of a strategy game than just characters fighting each other.” 


Hallon plays a lot of different games to get more variation. He has re- 
cently begun playing World of Warcraft but he also enjoys the oldie 
goldie, Mine Sweeper. Hallon is part of the clan Perfect Condition and 
he plays both in the Swedish Dota League and at Dotaleague.com. 
They were placed third in SDL even though they joined late in the sea- 
son and got some auto losses for missing games. At Dotalegaue.com 
they placed themselves at the first place and are qualifying for division 
three. At the big Dota tournament at DreamHack they placed them- 
selves in fifth place. The clan plays at least one game each day against 
different opponents but they have some opponent clans that they play 
more with than the others since they are nice and at the same level of 
skills. Hallon believes the unwritten rules of Dota to be a necessary 
part of the gaming since “there must be some sense of right and wrong 
way to play”. Hallon has tried to design his own hero for fun but he 
doesn’t have the knowledge to program the spells for real. The hero 
was a winter-based hero with various cold spells with an ice shield, an 
ice AOE slow and the ability to freeze an enemy hero in ice for 6 sec- 
onds dealing damage over time. Hallon Prefer to play support cause he 
likes to save his friends rather than killing the enemy. He believes a 
good communication with the team to be the most important thing 
about playing. He always priorities his team before his own achieve- 
ment and he only find it important to win if he meets an opponent 
team that are ether as good or less good than his own. Hallon doesn’t 
like flaming and he finds that it just lower the way people view you 
when you flame someone else. 


“I believe, if you flame you have to little self control and then the game 
control you too much.” Says Hallon. 


Hallon doesn’t flame himself although he points out that he of course 
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can get mad sometimes when he doesn't do well but then he get mad 
at himself and not at the other players. Hallon has made a lot of friends 
through his gaming and he's met some of them Irl. At DreamHack he 
met a lot of the opponent clans that his clan has befriended and he 
thought it was a really good feeling in the atmosphere. He would defi- 
nitely recommend someone else to visit DreamHack but he also point 
out that you should try out some of the tournament and other activities 
as well rather than just going there only to have visited it. When he 
doesn't play Dota he ether work or spend time with his friends. He al- 
ways priorities his everyday-goings before Dota and try to adjust his 
playing after his daily schedule. Hallon finds they're to be a lot of prej- 
udices against gamers and he thinks it's a bit over-discussed. 


”There are many who believe computer games to be the foundation of 
violence and that you only have friends that play computer games but 
violence doesn’t have much to do with the games and the friends you 
find through internet are valuable just as much as those you find 
through face-to-face interaction.” 


He believes the only thing that “ordinary people” might be right about 
is that there are a lot of players that play too much and looses their 
focus on reel life because of it. 


9.6. Saffran 


Saffran is 19 years old and have played Dota for a little bit more than 
two years. He is not a member of a clan but he would like to be if he 
found a clan that measure up to what he searches for in a clan. Saffran 
believe the best thing about Dota to be the team play that you get to 
know a lot of people. He believes the negative parts of Dota to be that 
it sometimes is somewhat unfair depending on whom you play with. 


”Sometimes you do everything but still loose. That's unfair of course. 
When you don’t have that much influence on how it will go. You have to 
trust in others. There are both good and bad things about being a team.” 


Saffran usually plays with his friends but it happens now and then that 
he play alone. He plays through Garena sometimes but mostly through 
Hamachii and Lancraft. He prefers to use Ventrilo while playing and 
the dialog doesn’t always have to be about the game it self. Saffran 
plays tibia as well and think it is about as fun as Dota. He usually plays 
with the same people and he plays between none and five games a day. 
Saffran find the unwritten rules to be good but he also believes most of 
them to be more of moral questions than actual rules. “It feels like it is 
common sense.” He says. When it comes to changing something about 
Dota he would like to balance the heroes you get in your team better 
making them as useful as all the others. Saffran prefer to play carry but 
doesn’t have a favorite hero. He likes to farm a lot while playing and 
get more items. The most important part of playing is to have fun and 
to the games to be challenging. He thinks it is important to win but it’s 
not the main goal. The importance of the stats varies on what hero 
you're playing. He thinks assist is mostly just for fun but it doesn’t say 


Words used 


Irl: Short for In Real Life. 
Means to do something in 


real life in difference to doing 
it online, ”in the more unreal 
life”. Suggests that the thing 


is done face-to-face. 
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that much about the game, only a little. Saffran says he usually doesn't 
take people who flame seriously and he seldom gets angry when he 
dies. He doesn't think of himself as at the end of his education but find 
that he needs to be better at things like map control and to play your 
part, like not farming to much when you play support and so on. 
When he doesn't play computer games he work or sleep. Saffran works 
with helping older people with their day-to-day duties that they can't 
handle themselves. He's not too fond of the job but he accepts it and 
says it probably give a lot of good life experience. Saffran has made a 
lot of friends through the gaming, some he met at DreamHack and 
some he has met on parties. Saffran priorities his every-day-duties be- 
fore Dota although he doesn’t have that many since he still lives at 
home with his parents. Saffran says: 


“Many probably think that computer games can arouse violence, but I 
don’t think that to be honest. Or that you only hang around with the 
people you play with”. 
He finds that computer games instead can have a lot of positive effects 
on its users by teaching them different languages, above all English, 
and teaching them how to interact with other people. Saffran thinks 
the reasons he would stop playing Dota would be if he didn’t have 
time for it, if it changed radically, or if the people he plays with 


stopped playing. 


9.7. Crakling 


Crakling is 20 years old and have played Dota for about 3-4 years. He’s 
just been to DreamHack for the fifth or sixth time, with a couple of 
friends and although it was fun he says it isn’t as fun as it used to be. 
He finds the team play to be the best thing about Dota and he doesn’t 
find any negative things about it to say. Crakling usually play through 
Garena or Hamachii and he prefers to listen to music while he’s play- 
ing. When he doesn’t play computer he works or takes care of his 
home. Crakling also plays various other computer games like World of 
Warcraft and Entropia Universe all though World of Warcraft is the fa- 
vorite. He plays at least three hours each day and usually about five to 
six hours. He finds it to be a bit unsocial to play when people are 
around but he tries to leave his computer and do other things too when 
it gets to much. Crakling is part of a clan where he is clan leader /man- 
ager and also the founder of the clan. The goal is to create a clan where 
everybody has as much to give, as they have to take as the other mem- 
bers. The Clan is working on creating a team to be able to play in 
leagues but they are still in the first states of creating the clan. Crakling 
find the unwritten rules of Dota to be good and well balanced although 
some of them might need a bit more adjusting to be completely bal- 
anced. In the next map Crakling wants more heroes and items. His fa- 
vorite hero is Rikimaru, which is a stealth based hero and he prefers to 
play support. He believes the feeling of belonging to a team to be the 
most important thing when he plays and he would want to place his 


teams achievements first but he says he wants to evolve himself aswell. 
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Words used 


Map control: To learn to 
forsee events based on what 
the mini map show. Exam- 
ple: If all the enemy heroes 
is missing from the map you 
can foresee that they might 
have gone somewhere to- 
gether like joining to gank 
someone. 


Clan leader/manager: 
Someone who leads and 
manages the clan which 
means they take care of the 
organizing and keeping the 
clan together. 


Stealth based: Based on 
not being seen through in- 
visibility and to stab it’s op- 
ponents in the back. 


Stats and winning the game are of no importance to Crakling but he Words used 


likes the adding of assist in the stats. He doesn't like flaming but it Team spirit: A feeling of be- 
happens that he flame himself sometimes. He doesn't get angry when longing to a team, to a 

he die but when he does get angry he usually stop playing and leaves group. 

the computer to do something else. Crakling has made a lot of friends Semi-carry: A hero that can 
through Dota but most of them were friends that he already knew be- be played as Carry but also 


share some traits of a sup- 


fore beginning with Dota, relations that he has improved through the gort hero. 


game. Crakling finds it a bit pathetic how people sometimes try to 
view Computer Games as something much too serious than they truly 
are. If he where to stop playing Dota it would probably be if the game 
turned into too much of a contest and the good atmosphere of friends 
having fun together where turned into something different. 


9.8. Daska 


Daska is 16 years old and even though he might fit somewhat outside 
my profile I judged him to be older in his head than his years and 
made an exception for him. Daska has played the game seriously for 
about one year but he's played about three years in total. He finds the 
team play and winning to be the best things about Dota. He usually 
plays with his clan and he has played in SDL and in a competition 
called ”Verdict”, which is a yearly LAN in Uppsala. Apart from Dota 
he plays World of Warcraft but he doesn’t find it to be as fun as Dota 
since it doesn’t have the same team spirit. When it comes to the un- 
written rules of Dota he usually avoids them but find them to vary a 
lot between leagues and competitions. His favorite hero is Shadow 
Fiends, which is a ranged agility hero, and usually played as a carry or 
semi-carry. Daska thinks the most important thing about playing is to 
never let the game get the better of you. 


“To never get angry no matter how bad it goes. [...] You can’t always 


” 


win. 


Daska doesn’t find it fun to loose but he says it can be educating as 
long as you learn from your mistakes. He doesn’t think the stats are 
important but instead the players performance. Daska doesn’t like 
flaming and finds it somewhat immature. He still has a lot to learn es- 
pecially when it comes to map-control, which means to keep an eye on 
the mini map and know when you need to retreat. Daska has made a 
lot of friends through his gaming both in Sweden and in other coun- 
tries like Denmark and Germany as well. Daska usually hang around 
with the friends who play computer games but he has friends who 
don’t play too. He priorities his gaming before his every-day-duties 
but he doesn’t feel it is he’s friends that pressure him to play the game 
even when he has other things to do. If he where to stop playing Dota 
it would probably because the game stopped evolving and no new 
map where released. 


9.9. Stende 
Stende is 18 years old and has played Dota now and then for about a 
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year. He finds the best thing about Dota to be the team play and he 
finds it to be a good way to pass the time. Stende usually plays alone 
but he sometimes play with friends too. He usually plays through bat- 
tlenet and he thinks battlenet is a really good platform for gaming. 
He’s favorite game is Warcraft 3. Stende isn't part of any clan and he’s 
never played in any competition. He tries to play at least one game 
everyday but he usually don’t have the time to play. When he doesn’t 
play computer games he ether work or hang out with friends. Stende 
finds the unwritten rules of Dota to be really good and there’s nothing 
he would change about ether them or the game it self. His favorite hero 
is Treant protector, which is a strength-based hero with lots of hp and 
lots of support skills. The most important thing about playing accord- 
ing to Stende is the team play and he priorities the team before himself. 
He finds both the stats and winning to be of importance and he likes 
the addition of assist in the latest Dota maps. He doesn’t have an opin- 
ion about flaming and he usually doesn’t get mad when he dies. If he 
where to stop playing it would probably be from lack of time but he 
says he still have a lot of evolving of his skills left. Stende hasn’t made 
any friends through Dota yet but he differs from the other subjects by 
mostly playing public games, which might be the reason why he hasn’t 
made any friends. Stende priorities his everyday-duties before the 
gaming and he doesn’t find his surroundings to have any negative 
opinions about the gaming since most of them are gamers too. 


9.10. Zebbe 


Zebbe is 19 years old and has played Dota more or less active for three 
to four years. When I interviewed him he was at DreamHack and had 
been there since the day before. He and his friends hadn’t had much 
success in the Dota-tournament but he was having a lot of fun anyway. 
He thought there must be about 12 000 people there at the moment in 
various ages although it seemed to him that the visitors were younger 
this year than they usually are. Visiting DreamHack costs 700 skr, 
which is about 70 Euro. For the money you get a spot for your com- 
puter for four days with Internet but you have to bring your own com- 
puter. Zebbe recommends DreamHack warmly to all gamers. 

Zebbe believes the best thing about Dota is that you are forced to co- 
operate. 


“Its a team game with a lot of different variations and combinations, 
which makes it impossible to tier of it because you can always find new 
ways and it’s never worth to give up. You can always turn a bad tide.” 


Zebbe almost excludingly plays with his friends and he likes to use 
Ventrilo to talk to people while playing to get better cooperation. He 
usually plays with the same people, through battlenet with list checker. 
Zebbe also plays some other games like Counter Strike on the side to 
get some variation but Dota is the absolute favorite. Zebbe has been ac- 
tive in three tournaments at DreamHack and he is also active in the 
Swedish Dota League. He's part of a clan that is “only half serious” 


and contains only his friends. Zebbes position in the clan is as a leader 
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Words used 


List checker: A software 
used to minimize lag and to 
make players that doesn’t 
have access to battlenet 
able to join the game. 


Lag: A technical error with 
the connection to the host 
that ether creates a delay in 
response time from that you 
give your hero a commando 
till it is done or creates 
spikes which makes every- 
thing freeze and then move 
really fast to get back on 
track. 


and coordinator. He’s the one telling the others what to do and keeping 
the team together. Zebbe believes the unwritten rules of Dota to be 
well balanced and he thinks it’s good that they’re always evolving to 
fit the new maps. In the next map he would like to balance some of the 
heroes like Lycanthrope and Invoker. He would also like the map to be 
made in a way where you didn’t have to farm as much since he think 
the farming somewhat destroys the fun of the game. Zebbe prefers to 
play semi-support like Rexar and Leoric, both strength based heroes 
with stuns. Zebbe finds the most important part of the game is to have 
fun and he usually put his teams’ achievements before his own. He be- 
lieves it is important to win but he also points out that a game can be 
considered a success even when he didn’t win it. Stats aren’t necessar- 
ily important as long as you feel you've given enough to the team any- 
way. He likes the new addition of assist since it is fairer to the support 
hero. 


“If you play a support hero and you have like 0-8, it looks really bad but 
if you have 0-8-25, it looks much better. Then you show you have been 
there where it happens and helped out to get the kills, which is positive.” 


Zebbe doesn’t like flaming although he feels it sometimes can be well 
grounded if someone does something terrible stupid or if someone is 
mean, “then you just want to say something mean back.” Zebbe 
doesn’t consider himself fully educated and feels he needs to evolve 
his usage of the mini map. He also finds that he needs to learn to con- 
trol his temper sometimes. He wants to say he priorities his duties be- 
fore Dota but he admits that it’s not always the case. When he doesn’t 
play Dota he works, studies, hang out with his girlfriend or plays 
American football. He seldom read books or watch movies. Zebbes 
girlfriend accepts his hobby just as he accepts her hobbies. Zebbe is 
currently unemployed and spends his days searching for work. He 
also enjoys playing the guitar and he play pop, acoustic and metal. 
He’s also recorded his own record with his own music but he doesn’t 
view the music as a career. When hanging out with his friends he often 
hang out with the same people he plays with doing other things than 
gaming but he also has friends that doesn’t play computer games or 
play American football. Zebbe hasn’t found that many new friends 
through Dota but he tells me he has definitely improved his previous 
relations to his friends by playing together with them. Zebbe doesn’t 
feel a need to play Dota but says he can stop playing whenever he 
wishes to. If Zebbe were to stop playing it would probably be because 
of his studies or because he got an employment that took too much of 
his time. 


10. Final Reflections 


As pointed out the purpose of the study was to investigate the exis- 
tence of a culture within the gaming community by looking at the lan- 
guage, the communication, the rules, and the bonds of friendship 
created through the interaction within the gaming sphere. Looking at 


Words used 


Stun: A specific skill that 
stuns an enemy hero, mak- 
ing it unable to move, fight or 
cast spells. 


0-8: The older layout of the 
stats. 0 is the number of kills 
and 8 is the number of 
deaths. 


0-8-25: The new version of 
the stats. 0 and 8 being the 
same as above and 25 
showing how many assists 
the hero has made, which 
means how many kills he 
has helped out to make but 
not got the killing blow thus 
not getting a kill-point but in- 
stead an assist-point. 
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these three notes I found I mainly just confirm my own theories. Thus I 
decided not to exclusively focus on my research question but also on 
the things it doesn’t cover. To make it more interesting I asked myself 
how my knowledge of the culture surrounding computer games has 
evolved and grown into something more than it was before I started 
the project. What changes can be seen in the use of the games and how 
does this reflect in the culture revolving around it? 


10.1. A reflection of what is and what used to be 


When I first begun researching the subject I approached the field with 
a bag full of first hand knowledge about it and although it's been al- 
most three years since I was an active player a lot of things has re- 
mained the same. I found that the Vent-server where I used to hang out 
is still as active as before although there are a lot of new faces, or voices 
to be more precise, meanwhile some of the old ones are missing. 

Even though most of the language remains the same as before I be- 
lieve this to be one of the things that has changed the most. There are a 
whole new arsenal of words that seem to have come out of nowhere 
but has already been accepted as natural to the field. The word flaming 
is one of these. 

At first when I went through the results of my preliminary study I 
had no idea what the players where talking about when they kept on 
repeating the word flame or flaming. In my first interview which was 
with Bruno I consequently asked him to explain this term and I came 
to realize that what they all had been talking about was the players 
who are mean to each other on the net, something I had already taken 
an interest in since reading the report young and media. That being 
mean on the net has come to be associated with a low authority, child- 
ishness and disapproval is one of the finds that I’m most intrigued by. 

When meeting the new generation of computer gamers I find my self 
to belong somewhat to the old generation which brings on a certain 
sence of obligation. I’m happy to find that the new generation has 
taken care of and evolved their cultural heritage surrounding com- 
puter games into something better than what it used to be. Of course 
I’ve also found some downsides of the game especially since I went 
from in-house gamer to public gamer. One of the things I’ve noticed is 
that it’s much harder to play the game now days because of all the new 
conventions of what it means to be a good player. There are a lot of 
new things to learn like how to lasthit and deny, how to creepblock 
and how to adapt into the roles of ether carry or support. It seems that 
the value of being good at mapcontrol has somewhat diminished to 
make room for the new tricks. To counter the loss the players has 
adapted a technique where they say ”miss” to tell the other team mem- 
bers that there are enemy heros missing on the map. In some ways this 
suggests that the game has become even more team oriented since you 
now have to rely on your teammate telling you the enemy is missing 
instead of your own ability to keep an eye on the map. More team play 


means more communication and interaction, which I has a social scien- 
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tist approve of, but the downside is that it often leads to arguments 
when someone forget to say miss and a team member might die as 
consequence. 


10.2. Language and communication 


It would be granted that my theory of the value of communication 
seen in the gaming discourse certainly is one of the bases for the gam- 
ing it self. 

The existence of an internal language can’t be questioned, if for no 
other reason, than because of all the translating I’ve had to do to make 
the language of this paper understandable. It seems the usage of ex- 
plaining words used to put a name to a certain phenomenon isn’t ques- 
tioned by the players but seen only as natural. The usage of bad 
language and rudeness however, has even been giving it’s own word 
to be signified as “flaming”. Flaming seems most commonly to be 
viewed as something negative and often also immature. I find it very 
pleasing to see that bullying is viewed in such a bad way within the 
Dota culture. Especially since 18% of the Swedish boys ages 12-16 has 
experienced bullying on the Internet according to the latest quantita- 
tive study of young media usage (Mediaradet 2008:45). I believe it 
might be easier not to take the bullying to serious when knowing that 
it is the one bullying that is viewed upon as being the immature and 
weak part in difference to what can be seen in real life where the bul- 
lies often instead are viewed as the stronger and gain authority 
through their behavior. In natures Kingdom the alpha male is the one 
who is strongest and know how to defend his territory from competing 
males. In Dota the alpha male is often the wisest and nicest of the play- 
ers. 

To my surprise I found that the language is still evolving parallel to 
the games own development. New words are continuously arising out 
of the need of them. The need of a way to determine a lociation on the 
map or a hero or an item without having to use to many letters, mak- 
ing the informational transition much faster, has created various abbre- 
viations like bl for bottom lane or BKB for the item black king bar and 
so on. With the game continuously evolving not only in the maps by 
adding new heros, items and similar things, but also in the way it is 
played it demands a lot of the player to keep up. Taking a break from 
the game for a couple of weeks or months sometimes makes it hard to 
come back into the game. As pointed out in the interviews it is also 
much harder to start playing, being completely new to the game with 
its large content of variations, conventions and rules of engagement. 


10.3. The Constitution - Rules of Engagement 


The Constitution and the rules of engagement determine how the 
game shall be played outside of the already stated boundaries pro- 
grammed into the game. Where the programmed rules tells you how 
fast a hero can run, or how long it have to wait to cast a spell and so 
on, the constitution determine the ”right” way to play the game and 
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what is considered to be the ”wrong” way. Breaking the rules of en- 
gagement can lead to a ban where you are excluded from ever playing 
in any game the player who banned you hosts. Within clans it can get 
you thrown out of the clan and on some vent-servers you can get 
locked. Breaking the rules of engagement is often taken very seriously 
and considered offensive to the other players. Most of the players seem 
to recognize the existence of a common framework of rules although 
not everyone follow them or like them. The players who doesn't follow 
the rules can most often be found playing public games. Breaking the 
rules in an In-house game is often considered worse than breaking 
them in a public. I believe the reason for this difference springs from 
the fact that the rules of an in-house game is often natural to the play- 
ers seeing it is often the same rules applied within the same group. In 
public games the rules often vary a lot depending on who you're play- 
ing with making it hard to keep track of which rules apply thus creat- 
ing a difficulty in following them. 

Most of the subjects find the rules to be a necessary part to balance 
the game and to keep it fun for all parts. The rule of backdooring, 
which mean you are not allowed to attack the base before you have 
pushed down one of the lanes to it, seems to be the most important 
and the most wellknown rule. The rest of the rules are mainly moral 
questions like weather it is okay to take a kill that belongs to someone 
else or to steal an item and so on. Most of the subjects don’t have a 
problem to follow the rules because they feel natural, logical and to be 
founded in common sense. Many of the rules can be found in society as 
well, like you shall not steal and “all that you want you may do onto 
your brother as you would have them done onto yourself”, which can 
be found in the bible. By educating the players in the value of respect- 
ing each other and behaving towards each other in a way that they 
would want others to behave towards them, is only one of the great ed- 
ucational values of the games. As Saffran points out you also learn dif- 
ferent languages, mainly English. What can be concluded by the 
interviews as well is that the gaming teaches its users to cooperate and 
interact with each other on a basis of mutual understanding and kind- 
ness. 


10.4. Interaction and friendship 


The creation of bonds of friendship between the players is in nine cases 
out of ten true. Why the tenth subject doesn’t experience friendship 
through the gaming can easily be found through researching the differ- 
ence between playing public games and playing private, or so-called 
in-house games. When playing public games the teams are all made up 
by strangers and those who play public often experience it to be some- 
what of a “one-man-game”. Playing in a group you easily make friends 
and the new players brought into the group are often accepted very 
fast and so the circle of friends created through the games keep ex- 
panding. When you play in tournaments against other teams you 
sometimes befriend the opposite teams and so you can make friends 
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Words used 


Ban: To restrict someone 
from entering future games 
hosted by the player who 
gave the ban. 


even outside of the own group or clan. Many of the friends that have 
found each other through the gaming have also met in real life. Most 
commonly they meet at a neutral ground like a LAN, where 
DreamHack is definitely one of the biggest platforms for the meetings 
having people from all around the world coming to visit it. 


10.5. The changes in the in-house game 


Playing in-house as mentioned before means to play within the same 
group. It is a controlled game where no strangers are allowed. All the 
players know each other in the in-house game, if not directly but 
through another player present. In my study I made two observations 
of the in-house gaming with two different groups of players. From 
these studys I’ve collected a sense of what the in-house gaming is 
today and how it has changed from what it was before. In the first 
study I played with several players that I’ve played with back in the 
days when I was an active player. One of these was even a player I my- 
self taught how to play. 

Apart from the huge difference in how their skills compare to mine, 
seeing as they all remained active when I didn’t, I also came across a 
lot of changes in strategy and conventions on how to play. One of the 
biggest changes for me was that you're not allowed to pick the hero 
you most of all want to play anymore. Instead their seem to exist a for- 
mal leader within every team that picks out several heroes from which 
the team members then choses one for themselves. In this way I found 
that the players seem to take the game much more seriously than they 
did before by putting so much weight into creating a good combina- 
tion of heroes for the team rather than letting the individual members 
play the heroes that they enjoy playing the most. When at games end 
we ended up on the loosing side many of the players complained 
about their hero letting them take the blame for the losing. 

Seeing how carefully the heros had been picked out I found this 
rather unconsequential and I wonder how the discussion after the 
game might have been altered if the players had been allowed to pick 
their own heroes making it their own responsibility to pick a good one 
and not the responsibility of the informal leader. 

After the heroes had been picked for us we also had the lanes picked 
out by the leader telling us which heroes on which lanes and so on. It 
seems that the evolution of the game has brought on the need of a 
leader taking control of the team. It is a pyramid organization structure 
with a leader on top and the minions bellow him, rather than the flat 
structure where everyone hold the same amount of power that I’m 
used to. Taking orders when it comes to computer games has never 
been one of my stronger sides, which makes this change to me a nega- 
tive one. But when we look at the educational value of playing a game, 
the pyramid structure is much more close to the structure of society 
thus it could be claimed that the way the in-house games are struc- 
tured today might carry more of an educational value by preparing the 
young adults for what awaits them in the real world. 
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In the second study I played with some of the participants from the 
survey that invited me to their game. The findings of this observation 
was pretty much the same as in the first study. The big difference be- 
tween them was how I was treated by the players. In the first study I 
was accepted in as a player supposed to have all the knowledge of an 
active player in todays dota climate. Meanwhile in the second study I 
was greeted with much more understanding and consideration seeing 
as the players didn’t know what kind of player I am. It seemed as if 
they opened up for any possibility by giving me guidelines, helping 
out with sending me some extra software I needed to play with them, 
telling me the functions of the new items and heroes and what combi- 
nations fit together. When picking the hero they instead asked me what 
heroes I liked and then they chose their own heroes to fit with mine. I 
chose to play Treant Protector which is probably one of the best sup- 
port heroes in my opinion and I found that my addition to the team 
was greatly appreciated. Overall I found the whole experience of the 
second study much more joyful than the first one. 

What I’ve learned from playing in-house games is that a new mem- 
ber of the group is often met with more consideration than the players 
already belonging to the group. When greeting a new player into the 
fold the group bond together to show that player the way making it a 
much more smoother transition. The group takes care of the new 
player by keeping an extra eye on them, helping them out when in 
need and giving out warnings if trouble is in he air. Playing in-house 
games are mainly oriented around the interaction between the mem- 
bers of the team even though most of the talk is about the game. Anew 
player on the vent-server is asked to introduce themselves and are 
often met with curiosity from the other players. In the in-house game 
the players often wishes to know more about the personalities of each 
player than their actual skills in the game, making the value of social 
interaction obvious. The most valued attributes are to be social, kind 
and polite in difference to the public game where the knowledge of the 
game is much more valuable than the social attributes. 

The in-house game thereby carry a heavier educational value when it 
comes to learning how to interact and co-operate with the other play- 
ers. 


10.6. The changes in the public game 


A public game is a game played on a public platform like battlenet 
where none or very few of the players know each other. You play 
against and with complete strangers thus lacking the knowledge of 
their customs and culture. Luckily the players have evolved their own 
form of culture making the players share a common ground even with 
their individual differences. 

While playing Dota you focus on the game and what happens within 
it. The communication is at its central points founded in strategy and 
less in interaction. In difference to the in-house game where the inter- 
action is more of a necessary part than in the public game. 
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I’ve done about twenty observations of public games. Why I decided 
to do so many springs from the fact that the variation in the public 
games are much bigger than in the in-house game. Few public games 
are the same and it took all of the twenty observations just to get the 
essence of what it means to play public games. What I’ve learned from 
playing public is mainly the many differences to what it means to play 
in-house. Playing public is a one-man-game. It is your individual stats 
and performance that determine the success of a game. You are less so- 
cial with the other players and you take less responsibility in the per- 
formance of the team and its members. Flaming is much more common 
in the public game and can be seen in almost every game. Leaving is a 
factor you very seldom see in the in-house game but in a public game 
you have to count on it. To disconnect from the game you leave your 
team stranded with one less player making the team with lesser play- 
ers gain more gold and experience than the other team but on the other 
hand lose some strength in numbers. To handle these situations the 
terms teamsell and balance has been invented. Teamsell means to sell 
the left heroes items making everyone in the team share the gold rather 
than one or two players keeping all of the gold and items for them- 
selves. This term is often considered one of the unwritten rules but is 
also one of the rules that is most often broken. Balance means that the 
team with more players have to make one of their players leave to 
make the teams equal in numbers. If the host uses a host-software like 
ghost++ they even have the ability to kick one of the players to make 
the game balanced. Being forced to leave a game because of an oppo- 
nent leaving isn’t viewed with much kindness and often leads to argu- 
ments within the team. Many players play in pairs and if their friend is 
kicked out they usually leave as well. If to many players leave in the 
same team the players might vote for a remake of the game or the host 
might just decide for them. Creating a remake rather than balancing 
the game might often be the better choice because it affects all the play- 
ers in the same way. The player or players who left the game is often 
banned from future games by the host. 

From what can be concluded of this discovery I find that the gamers 
are often both inventive and adaptive to the changes in the game. They 
easily find a way to counter a problem by making new rules and new 
terms to define these changes and their solutions. Dota thereby have an 
educational value in the fact that it teaches its users how to adapt to 
changes and to use their imagination to solve problems together. 


10.7. The Educational and Social Value of Computer 
Game Playing 


Most of the subjects has participated in a competition in Dota and even 
though winning often isn’t viewed to be the most important part of 
playing the game it is a basic element of the gaming. Through winning 
a game the players can improve their self-esteem and through loosing 
they can evolve in their knowledge by learning from their mistakes or 
by watching how the opposite team play. The essence of Dota lies in in- 


Words used 


Teamsell: To sell the items 
of a disconnected hero from 
he heros inventory letting 
the whole team share the 
gold. 


Balance: When a player 
leaves a game to make the 
teams equal in numbers. 


Remake: To restart the 
game by making a new one. 
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teraction, cooperation, friendship and the joy and excitement it brings 
to its players. 

We can thereby conclude that it does exist a culture revolving around 
computer games like Dota and it educate its members both socially 
and culturally by teaching them how to interact with each other, how 
to communicate and to carry a respect and understanding towards the 
differences between the players habitus. André Santini, Mayor of Issy- 
les-Moulineaux and Member of French Parliament writes: 


”IT now makes it possible to meet some of the demands for openness 
and greater participation being made by some sectors of the population. 
Thus, in terms of its impact on public opinion is concerned, it may not be 
an exaggeration to call it the greatest revolution since the invention of 
the printing press. [...] Are we heading towards a new form of tribalism, 
lobbies locked in the defense of personal interests, or towards a true uni- 
versal conscience?” Santini (2004, http: / /ipts.jre.ec.europa.eu/home/re- 
port/english/articles/vol75/GOV4E756.htm). 


With the subject brought up a question comes to mind. Is there a possi- 
bility of a universal culture, or conscience, evolving through the use of 
Internet and would such a culture be good or a bad thing? On one 
hand a universal culture could extinguish the unique traits of the dif- 
ferent cultures it was made from. On the other however it could also 
create a mutual ground for respect and understanding. Seeing how the 
players have created their own mutual culture around the game I cer- 
tainly agree in the power of Internet and communication. In my opin- 
ion a universal culture might carry the possibility of minimizing 
violence between peoples by maximizing the understanding and re- 
spect we share towards each other but if it’s worth the price of loosing 
some parts of our ancestry I leave unanswered. Santini isn’t alone in 
taking an interest in the Internets ability to spread a shared conscience 
or mentality. In contrast to his view of Internet as a tool with great pos- 
sibilities for the democratic society we find Hartmut Warkus who 
writes about the dangers of a spreading violent mentality evolving 
through the playing of computer games, a view that isn’t shared by the 
subjects of my study (http: / /beat.doebe.li/bibliothek/w00490.html). 
Weather this violent mentality does exist can’t be concluded through 
my study but what can be found is the evolving of a peaceful and un- 
derstanding mentality shared by the players within the gaming society. 


10.8. The hegemonical stereotype 


When I first begun this project my aim was to contradict the hegemoni- 
cal stereotype residing within the media discourse. Looking at how my 
knowledge about the computer gaming world have expanded and 
what I now know that I didn’t know before, I find that even though I 
can’t prove the stereotype to be completely wrong I can prove it not to 
be completely right. To contradict the view of the computer game 
player as being less social, less healthy, having a violent mentality and 
so on, I can prove that there is another side to the story. You can 
throughout my report see the signs of a computer gaming culture that 
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enriches its inhabitants with knowledge about different cultures and 
languages and teaching them to overcome differences, to communicate 
and interact, to co-operate and use their imaginations to solve prob- 
lems together. The computer games also show signs of strengthening 
the players self confidence, helping them evolve their individuality, 
and teaching them about themselves and what they can do. In this 
way, no matter how you look at it, there must be some sence of truth to 
my theory that computer games are a form of communication, thus 
having a social, cultural and educational value. 
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